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Power Structure Design... 


Deck Design 


It matters not if you win or lose; what matters is whether 1 win or lose. 


Why do a trading card game? For fun, 
of course, and to make a bunch of 
money. Any more questions? 

E didn't think so. That pretty much wraps 
itup. 

And it was a lot of fun. There's a huge 
amount of satisfaction in doing some- 
thing right, and we really think we did this 
one right. Not perfect, but pretty darn 
good. The cards look good, the art is 
beautiful, and it plays well, And where it's 
not perfect, we're messing with it to make 
it better. When we printed the Unlimited 
Edition, we changed some rules and cards 
to make the game play better, and 
replaced some of the art. Why not? We're 
still learning. But it's good to look at each 
other and grin and say, “We did okay!” 


Politically Incorrect 
One of the first things we decided about 
INWO was that it would be politically íncor- 
rect. The cards are not designed to offend 
but they're designed to be funny, 
and if someone happens to take 
offense, that's just too damn bad. 

So nothing ¡is sacred. Stereo- 
types are not to be shunned; 
they're grist for the satirist's mill. A 
lot of groups are drawn as their foes 
would like to see them. It's the 
tabloid view of the world: Everyone 
is corruptible. 

Our disclaimer, then: We have 
no wish to offend you unless you're 
a twit. 

But there haven't been too 
many twits. Fewer than we expect- 
ed, really. | suspect that means that 
INWO players have lives, and better 
things to do than run around look- 
ing for things to get offended 
about. 


What We Learned 

We learned a couple of good lessons 
from INWO , . . and proved a couple 
more things that we already suspected. 

We suspected that the trading-card 
style was the Right Way to do Illuminati. 
Yep, sure was. 

We suspected that the Internet was a 
great place to playtest a game — and not 
just playtest rules, but get basic feedback 
on packaging, distribution, and all those 
other vital, boring details. We didn't know 
how great it would be. We'll do that 
again 

We learned that a trading card game 
needs a whole different kind of playtest if 
you're going to find all the potential bal- 
ance problems. The next one we do 
and yes, there will be a next one — will 
have at least three completely different 
playtests going at the same time, and one 
will be aimed specifically at the “Mad 
Munchkin Tournament Card Abuser.” 
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TEAM INWO 


The INWO rulebook had no room for 
anything but a bare list of names. A number | 
of people worked to make the game what it | 
was. Give credit where credit is due: 4 

Scott Haring kept our in-house playtest: 

| moving, and Jim McCoy was the mainstay of 

"that playtest ..... quickly learning more than 
he designer knew about the details of the: 

cards and the way they interact. Jim also 

wrote the first version of our card database, 

which Monica Stephens refined into a sys= 

tem that could quickly answer questions. 
"like, “What are all the Conservative Science | 
"groups, and what is their Power?" 

During playtest, Mike Ford made a number 
of really subversive suggestions for card ¡llus=] 
útrations. We also got a lot of good rules trol 

|'bleshooting from — no kidding — Finland, 
where the ORC club devoted a lot of time and* 
| talent to finding holes in the first draft. 

Dan Smith, Shea Ryan and John Kovalic | 
Medica a truly ridiculous number of En 

Illustrations in a short period of time... and! 


redrew some of them over and over until 
Uthey were just right for the cards. 

 Meanwhile, Brenda Hurst and Lillian 
Butler were building the Giant Card Holder 
Utinat we used in playtest. Yow'Il see ¡t-at 


|| GenCon, too. 

Lillian also kept in day-to-day touch with" 
he artists, making sure everything was coor- | 
dinated, and then slaved into the small 

hours of the night — of a lot of nights to! 
Scan the art for computer and clean ¡Lupa 
Totally unglamorous work, totally necessary. 
Derek Pearcy, Jeff Koke and Rick Martin 
colored the art on the Mac . . . choosing; 
framing, selecting backgrounds, and move 
“Ing lines to make it work. Jeff and Derek also; 
'originated several of the pieces (see the art! 
credits in the card list on pp. 148-151). 4 
Monica got into the act again when the 
¡cards were done. Do you know how much 
| proofreading it takes for 412 cards, any of 
which can be ruined by one mistake? Did 
| you notice how few typos actually slipped 
through, and how trivial they were? | was? 
' Iimpressed, and I'm very, very picky. 
And Brenda Hurst spent a frantic week at 
|Athe card assembly plant, making sure that the! 
¡game actually shipped properly and on time: 
Our print buyer, Andrew Hartsock, was a. 
¿staunch support throughout. Our printing: 
[plant rep, Greg McNeice, was also invalus 
Fable. Too often in our business the printers 
are a problem; Greg and his firm, Steketee= 
¡Van Huis, were a big part of the solution: 
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The INWO Effect 

INWO has had two big effects on Steve 
Jackson Games. The first was money. A lot 
of money. The pre-sales for the Limited 
Edition alone were more than ten times as 
much as for any game we'd done before. 
Individually, the sales aren't too profitable 

. printing good-looking cards is expen- 
sive, especially when you have to package 
them in cardboard boxes. The profit mar- 
gin on game books is a lot better. But 
when you're selling millions of cards, it 
adds up. 

So we paid off our debts, bought some 
new computer equipment, repainted our 
Early Garage Sale offices, and handed out 
some bonuses. All this was good. 

The second effect was not so good, 
INWO totally trashed the rest of our sched- 
ule. Anything that got in its way got run 
over. It had first call on my time, on 
playtest time, on our freelance artists” time, 
on our in-house graphics staff . . . every- 
thing. So we didn't ship much in the last 
quarter of 1994, or the early part of 1995! 
Except for INWO. And that was enough. 

But in the long run, it will even out. 
Always before, even in the good years, we 
had to release something new every 
month or watch our cash flow dwindle. 
That limited the kinds of projects we 
could take on. And it meant that if some- 
thing hit a serious snag in development, it 
might have to go on the shelf indefinite- 
ly. Now we'll have the slack to do more 
complex things, and do them right. 


About This Book 

And when the game was a big hit, we 
did a book. That was a no-brainer. But 
doesn't it look great? Thank Jeff Koke for 
the beautiful design. And blame me for 
the tiny type in the Strategy and Deck 
Design sections . . . that chapter just kept 
getting longer and longer. We added 8 
pages to the original plan, and it just kept 
filling up again. 


Parting the Mists of the 

Future... 

What's in the future for INWO? Good 
question. There will certainly be at least 
one expansion. Maybe a lot more, but | 
don't want the game to get top-heavy 

. . we will see how it goes. We'll defi- 
nitely release packets of blank cards, so 
you can make up your own Illuminated 
wickedness. 

There will be INWO sets in other lan- 
guages. As | write this, the German edi- 
tion is only a couple of months away. 
That's the only deal that's actually been 
signed, but we're talking very seriously 
with some friends in Brazil, and answer- 
ing questions from various French, 
Spanish and Italian publishers. 

There will be game accessories. You'll 
soon be able to buy a home computer 
database to help you sort cards and 
build good decks, for instance. And 
Chessex is about to release a play-aid set 
with some neat little wood pyramids 
and Illuminated dice. Yes, all this stuff is 
fluff, but it's fun fluff. That's the whole 
point. 

And there's a very good chance that 
an online version of INWO will be avail- 
able by the end of the year. And that's all 
I can say about it . . . you're not cleared 
for the details! Yet. 

And there are other possibilities. The 
Secret Masters may be popping up in all 
kinds of places you didn't expect them. 
They do that, you know. 


— Steve Jackson 
FNORD NORD 
¿NORD FNORD 
RD 


GAME SUPPORT 


We will answer questions about this 
game if they're sent, along with a stamped, 
selfaddressed envelope, to: INWO Ques- 
tons, Steve Jackson Games, PO BOX 
118957, Austin, TX 78760. We cannot 
lanswer questions by phone or e-mail. 

For a current errata sheet and card list, 
¡giving rarities, send a SASE to the address 
above. 


Magazines 

Or own Pyramid Magazine publishes 
articles about INWO strategy, deck-builde 
ing ideas, and so on. Other excellent mag: 
azines which cover trading card games 
include Duelist (Wizards of the Coast) and 
Serye. 


On the Net 

On the Internet, S) Games maintains an' 
active presence in the rec.games.trading- 
¡cards.misc newsgroup. You can also see 
our Web page at http://www.io.com/ 
sigames . . . or ftp INWO material from 
10.com. And members of Illuminati Online 
have a private INWO conference (send 
mail to infoGio.com for more informa= 
tion). 

We also have INWO net-reps on all the! 
major online services. 


Tournaments 

We sponsor an annual World 
Championship at GenCon. We also sup= 
port INWO tournaments at local game 
iconventions — contact us at the address 
labove, or send e-mail to dkbGio.com, for 
more information. 
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hese were the “progress reports” issued by Steve Jackson as the INWO project 
went along. They are in chronological order, first to last. Footnotes 1 and 2 
were on the first progress report; the others are “what really happened” notes. 


NumbBER 1 June_7 1994 


Yes, | admit it. 'm jumping on the band- 
wagon. We're doing a trading card game, 

'As somebody who was actually offered the 
chance to invest in the original Magic: The 
Gathering - and turned it down — 1 know when 
to say Whoops. So, before Christmas, you'll see 
Illuminati: New World Order . . . or, as we're 
calling it to save trees, INWO, 

This is a redesign of the original luminatil 
game to fit the trading-card paradigm. There 
will be around 400 cards in the original release, 
in four or five levels of rarity, 

The cards will be beautiful, but they have to 
be playable, too. Original art is being prepared 
by Dan Smith (and others) and colored by 
Derek Pearcy and Jeff Koke. The cards will have 
brilliant colors and readable type. Almost all 
the art will be original ... . we're going to re- 
use a few really great pieces from our most 
recent books, but only because we like them 
. + . not to cut corners. And yes, we'll number 
the cards — subtly, but the numbers will be 
there. 

This project has me really excited. 
Illuminati is still my favorite design. This gives 
me the chance to do three things that | really 
want: 


(a) Speed up play, and make it easier for you 
to interfere during somebody else's turn. 

(b) Add a whole bunch of twisted new cards. 

(c) Sell so many copies that | can use 
Krugerrands for game tokens. 


The game will still play a lot like the original 
Illuminati, but faster and nastier, Everybody will 
have their own deck, so you don't know what 
you're going to be facing. (And nobody can 
build a single killer deck and win over and over 
+ « «¡fyou know what somebody's going to use, 
you can build your deck with the right cards to 
smash him.) 

So, whenever you select your cards for a 
new game, you should think about two things 
- . . how they'Il work together to let you con- 
quer the world, and what you expect your foes 
to try to dol And don't get predictable, or 
you're history. 

Besides the variety that we get from the 
sheer number of cards, there are two big rule 
changes. First, there are no more neutral 
groups - no uncontrolled cards. If you want to 
take a card, you've got to draw it from your 
own deck, or attack somebody else! 

The second change is the Plot cards. These 
are like the special cards from the original 
game, but there are hundreds of them. They 
can change the alignments of groups, give you 
a better attack, change your victory conditions 
. . and the special New World Order cards can 
change the rules for everybody. 

The other big question: How will we sell the 
cards? We're not sure yet, but here's what 
we're thinking. In general, it will follow the 
pattern set by WOTC with Magic: The 
Gathering? .... there will be starter decks and 
booster packs. Prices will be competitive, what- 
ever the heck that means. The starter deck may 


1 Which won all kinds of awards, yada yada blah blah blah, and was a big seller for us right up to the day we 


took it out of print to make room for the new version 


2 For which we give them a big Thank You! WOTC has taken the attitude that trading card games ought to 
become a whole genre. They're not trying to hog the market; they're doing their best to help other games get started. 
They have been sharing information with us freely and giving good advice. That meets my definition of a Class Act. 
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be double-sized, because that lets us make the 
rulebook bigger. 

I think that Illuminati cards will be found 
only in starter decks, Booster packs will have a 
higher proportion of rarities, but will be a little 
bit more expensive per card. 


Distributor Information 

For our first press run, we will order only 
enough cards to be sure of meeting our pre- 
orders. Realistically, that means that we'll order 
10% more than pre-orders, so in case of an 
under-run, everyone will still get what they 
ordered. So we'll probably be able to fill some 


late orders. But if you miss the pre-order dead- 
line, we can't guarantee any shipment at all 

After that, when we run out, we're out, 
until we reprint, We'll reprint as soon as it 
seems feasible, but that will take at least six 
weeks. 

Yes, we will set a nationwide release date. If 
a distributor jumps the gun on the release 
date, we'll stake them out on an anthillÍ 
We will try to time our ships so everybody gets 
the cards on the same day, too. 

Yes, we'll promote the game with magazine 
advertising, convention tournaments, and lim- 
ited giveaways of individual cards before the 
game release date. 


Number 2 Juiy 8, 1994 


Things go well. We are now running regu- 
lar playtests at two local stores, and they like it, 
And | just got word from Origins, where we're 
running a demo game at our booth, Dana tells 
me that she has to chase players away to make 
room for others 

Quote from one playtest: “l said things to 
my best friends that | wouldn't say to a long- 
shoreman.” 

Grin. 

I've made one more major change in the 
rules. | took out money. That's right ..... groups 
no longer have income — just Power and 
Resistance, | was afraid, at first, that this 
would make things too simple . ... but it 
speeds the game up a lot, and doesn't 
seem to hurt anything! 

Playing time is now down to 30 minutes 
or less for a one-on-one game. With 5 play- 
ers, it's over in about an hour and a half, 
unless somebody gets really sneaky. Six- 
player games can take two hours. | really 
don't think it ought to be played with more 
than six. 

| started by reducing the number of 
groups that you had to control in order to 
win. That had some ugly side-effects. 
Plus, the game is just a lot neater when 
everybody has a big Power Structure, 
with lots of special powers sniping at each 
other. So right now it's up to 13 groups 
for a 2- or 3-player win, and ¡ts still a fast 
game. 

Right now we are limiting each player 
to holding only 5 special cards (Plots) at 
any one time. That may be a bit strict — we 
may allow 6. In the first playtest, you could 
have lots, and that slowed things down. 


There are now more than 400 different 
cards, and I've got writeups for about 20 more 
that haven't been played. We'll have to trim 
some — but that means the first expansion set 
will have a good start. 

There are 9 different Illuminati in the cur- 
rent version the eight originals, plus one 
more: the Adepts of Hermes. Their strengths 
have to do with magic, 

We will almost certainly go with a double- 
box starter deck . . . two boxes packaged side 


by side. That lets us make the rulebook pages 
bigger, and easier to read. 


3 Actually, it took almost twice that long. The Unlimited Edition shipped in late March 1995. 


4 And it happened. Two distributors shipped early. Both were sanctioned. 


Designer's Schemes A 7 


Derek Pearcy and Jeff Koke are still working 
on the card designs. These are going to be 
beautiful. Not only is the art good, but the 
cards themselves will be works of art. Derek 
and Jeff and | are going back and forth . ... not 
only do the cards have to look great, they have 
to be easy to read. And we don't want to com- 
promise here — we want 100% legibility and 


NumBER 3 


Playtest continues to go very well. | played 
itin Finland last week ... . l'm about to sit down 
and do a new draft of the rules (not many 
changes) and of the cards (lots and lots of 
changes, based on playtest feedback, to make 
sure that every card is useful). This new version 
will be at GenCon — come by and play with us! 

Pre-orders have now closed. We were 
amazed and delighted by the response — it 
turned out to be about twice what we had 
expected. The first printing — the INWO 
Limited Edition — will be about 21 million 
cards. (For comparison, this is around twice 
the print run for the first black-border Magic 
cards, so INWO ought to be a bit easier to col- 
lect.) 

So: If you are a retailer, be sure your dis- 
tributor reserves you something out of his 
existing order, because we can't promise that 
he will get any more for a while. 

We still don't know when the “factory set” 
might be released (but it might be around 
February or March) or when the unlimited edi- 


beautiful cards. lt can be done. It can, it can. 
Honest. 

Yes, the cards will have borders. No, we 
have not decided how to distinguish original- 
printing borders from some hypothetical later 
Teprint. Yes, we do want to keep the backs, and 
the corners, the same in all printings, so people 
can combine cards freely. 


Aucusr 15, 1994 


tion cards may come out (1 really have no clue 
about that yet).ó By the way, thanks to every- 
one on the net who suggested names for the 
factory setl We haven't yet chosen one, but 
thanks to you, we have a lot of really obnox- 
¡ous possibilities. 

Samples of the current card designs can 
now be viewed on the Internet.” Start by 
FTPing to io.com. Change directories to 
pub/sigames/inwo, and get the GIFs there. As 
the designs continue to mature, we'll post 
some new ones, and maybe some more art 
samples. (If you're at GenCon, come by the 
booth and see the cards there!) 

We will also give away some actual samples 
of the cards, in advance. How far in advance, | 
don't know — it depends on the print schedule. 
Therefore, | also don't know exactly how we 
will give the cards away. Some will go to retail- 
ers, some to distributors, and some to gamers. 
When | know more, |'Il tell the world. 


NumMBER 4 — AucustT 25, 1994 


(INWO bumps In Nomine - progress report, 
such as it is) 

As you know, we're sitting on huge pre- 
orders for INWO. It's more than ten times the 
size of anything else we've ever done, So it has 
to be perfect, and it has to come out on time. 

, When we got back from GenCon and 
looked at our schedule, we realized that — even 
though In Nomine was almost ready to send to 
the printers - finishing it up requires the same 
people that finishing INWO requires. 

That made it a very easy decision. 
Unpleasant, but easy. In Nomine is on hold 
until INWO goes to press. If all goes well, it will 
ship in December. Otherwise, January. 


Dana tells me that everybody ¡is thinking 
“Hot Lead!” and that | have to say something 
about that. Okay. This isn't another Hot Lead. 
That project went on indefinite hold because if 
took the time to make it right, we would have 
lost several other products and really trashed 
our schedule. 

In Nomine is at the top of our schedule after 
INWO gets out . . . and if something else has to 
be bumped a bit to let In Nomine make it, well, 
that's what will happen. In Nomine deserves 
better treatment than this, but there's only one 
Steve, only one Jeff, only one Derek, and we all 
have to concentrate on the project with the 
million-dollar sales.3 


$ We ended up printing around 23 milion, and losing about a million (11) to rejection, wastage, etc. Almost exact- 


ly 22 million were distributed. 


6 As it turned out, the Factory Set was an April release. 


7 The card design ended up looking almost nothing like the first version we showed people... 


8 Hah. We really believed that. But work on the Unlimited Edition (among other things) distracted Derek, so the 
first draft did not come in as planned. In fact, it's not yet done as this is typed, and Derek is once again at home writ- 
ing, with a warning that we will hurt him if he shows up at the office. 
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When this is over, though, you know what 
we're going to do with that money? It'Il buy us 
the slack that we need to go back and do some 
of the great projects that got shelved while 
we've been on the new-product-every-month 
treadmill. Sure, we'll support INWO itself, but 
we'll also be able to afford the time and staff to 
release Hot Lead, GURPS  Survivors, 
Triplanetary, and a few others you haven't 


heard about . . . but when | can afford to finish 
them, they'Il be good. 

PS: Here's the new INWO update. The 
demo games at GenCon went very well. | think 
the current version of the rules is almost final, 
though we still have a month to nail it down. 
Card art is looking good. The next decision ¡s: 
when should the Factory Set be released? 


NUMBER 5 — Oct. 8, 1994 


The first 100 cards went to the printer 
today . . . and our schedule ¡s still OK! Art and 
coloring are going very well. We hired a new 
colorist, Rick Martin, to help Jeff and Derek 
meet the schedules and keep their sanity. 

And the cards are just incredible. We're 
about to send out flyers showing the back 
design for the Plots cards, and a half-dozen 
assorted faces. | think these are the prettiest 
trading cards made for any game yet, and the 
most readable. The “graphic novel” style of 
illustration will please some people and annoy 
others — tastes differ — but | think everyone will 
like the card design. 

Getting to here wasn't an easy process; 
Derek and | went back and forth, and back and 
forth, with the card designs. The problem was 
that we wanted great graphic design . .. but at 
the same time we had GAME design to deal 
with, The cards had to be very easy to read and 
play, or there was just no point in it! 

So Derek's first design, beautiful as it was, 
fell by the wayside; it was hard to see the 
arrows, and there wasn't enough room for the 
art. And my bright-colored “billboard” layout 
was just too ugly and noisy — it had no class at 
all. And we went back and forth and back and 
forth, and put in long nights, and spent days 
and days on dead ends. 


And when we were through, it was great. 
All the card names are in large type, and all the 
fine print is black on light backgrounds, and 
the gold control arrows are easy to see on the 
red Group card frames. And the graphic design 
is still rich and elegant. 

Also: By popular demand, we've removed 
the card numbers. Our customer feedback ran 
better than 12 to 1 against having numbers on 
the cards, 

And, speaking of making things legible, 
we're printing the rulebooks in two colors. The 
regular print will be black, but we'll use red to 
make the section heads jump out, and to make 
the diagrams easy to read, 

Rules hacking is done at last. Jim McCoy 
and Monica Stephens created a database that 
lets us sort cards by power, by alignment, and 
several other ways. We've been using that to 
test potentially “degenerate” decks . . . and to 
find especially vicious combinations that work 
even in a normal deck. Verrry interesting! 
(Eventually, we'd like to put the database on 
Illuminati Online so all our users can play with 
it. l's DOS, but maybe there's a way.) 


Again: IT'S ON SCHEDULE! Still looking at a 
Dec. 5 ship date! 


Number 6 — Nov. 20, 1994 


This will probably be my last report before 
the “It's out! It's out!” press release and gloat, 
still scheduled for December 5. We have seen 
proof sheets on all the cards, and actual sam- 
ples on some of them, and they look beautiful. 


Card Giveaways In 

Magazines 

We are printing three special cards, which 
are not in the “regular” distribution at all, for 
giveaway in magazines. These will have the 
same frame and graphics as the Limited 
Edition, and we'll consider them part of the 
Limited Edition for tournament purposes. 
While l'm not yet ready to release full informa- 
tion on frequency (because | do not have full 


information), | can say that these cards will def- 
initely not be as rare as Rare (if that makes any 
sense). In other words, if you are a collector, 
the existence of these cards does not make it 
impossible for you to build a complete set; 
there will be enough of them out there that 
everybody will have a fair chance at getting 
them. 

Two of the cards will appear in issue 412 of 
Pyramid Magazine, which will hit the stands in 
February. The magazine will be poly-bagged, 
and will have a print run limited to the number 
of cards available. 

We will also be shipping some of these two 
cards to two magazines in Germany. These are 
Pyramide (published by Pegasus, mainly cover- 
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ing their new German edition of GURPS) and 
Ringbote (also published by Pegasus, mainly 
covering RPGs and trading card games in gen- 
eral). So European fans will have a good 
chance at those two cards, too. 

The third special card will be offered to 
Duelist magazine, and we expect it will appear 
in issue number 4. 


INWO On The Net 

Our WWW site for INWO continues to 
expand. We've got a lot of art there now, as 
well as an updated FAQ. You can reach it at 
http://i0.com/sjgames/inwo/ — check it out, 

I've been informed that the newsgroup 
rec.games.trading-cards.misc will soon be up 
and running. We will certainly take a presence 
on it. And if rec.games.trading-cards.inwo 
becomes needed, that's OK, too . 


Printing Information 

Responding to anguished demands from 
distributors who wanted to increase their 
orders, we tried to up the print run of the 
Limited Edition by 5,000 POPs of each type. 
We really tried. 


But it wasn't feasible. (Which is what we 
warned our distributors when we first set the 
deadline. Getting more card stock takes a long 
lead time.) As it turned out, we could have got- 
ten more card stock — just not in time to ship the 
“new” orders this year. But setup charges, to go 
back to press on card types already printed, 
would have eaten us alive. So we didn't do that. 

Therefore, the only Limited Edition Starter 
Set orders we'll be able to ship, now or later, 
are those that we got by our original deadline. 
We'll have a bit of an overrun on Booster Packs, 
enough to ship a FEW of the late orders, but 
not nearly all of them. (To make that work, 
we'll have to toss a few thousand “leftover” 
Rare and Uncommon cards into the Common 
hoppers. Therefore, an occasional Booster Pack 
will have an extra Rare or Uncommon instead 
of a Common. | hope the people who get 
these packs are not too upset!) 

The other bit of printer news is that, after 
long discussions with our printer and packager, 
we increased the project budget by $8,000 to 
allow for more “shuffling” at the sorting stage, 
and more double-checking at the collating 
stage, to make sure that the Starter Sets and 
Booster Packs are really thoroughly randomized 


Number 7 — Nov. 23, 1994 


So | lied. Number 6 wasn't the last 
announcement before the game hit the stores. 
| have one more update 

The packager now says we have a Dec. 7 
ship date — which is two days behind schedule 
- but they also say we can count on that date. 
So we bought the tickets for our Traffic 
Manager, Brenda Hurst, to go up and supervise 
the drop-ship. It will go direct from the pack- 
agers to our distributors. 
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The games ordered before the deadline will 
ship first. Those orders placed after the dead- 
line will ship second. That will include only 
Booster Packs, because we'll have effectively no 
“overage” of Starter Sets. 

If your local retailer cannot find any distrib- 
utors who still have stocks of the game, have 
him phone our office (we're in the book) and 
ask for our National Sales Manager. We'll pass 
along the names of any distributors that we 
happen to know still have some unsold. If there 
are any (sigh). 


In-Store Date 

Our distributors have been told that they 
may release the game on December 16...... and 
not before. This means that — if a store wants 
to pick it up at the distributor — it can be in 
game shops on December 16. Those stores 
who just have it shipped through normal 
channels will probably get it sometime during 
the week of the 19th. 

If you learn of any distributors who jump. 
the gun, feel free to blow the whistle. Our 
revenge will be awful 


In Bookstores 
The Starter Sets (not booster packs) will be 
in B. Dalton's. 


These rules are current as of March 
1995. This is the rule set that shipped 
with the first printing of the Unlimited 
Edition. 


Before You Start 

You'll need two 6-sided dice. Each player also 
needs around 15 “Action tokens” (glass pebbles 
are good) and a few pairs of distinctive markers 
for “links.” And, of course, the drive and cunning 
to walk over your friends in your quest for world 
domination. 


The World Is At Your Feet... 


INWO can be played two ways: 

Head-to-head, with two players. There's no 
negotiation . . . is all in who builds the best deck, 
makes the best plan, and takes best advantage of 
circumstances. Go for the throatl A two-player 
game takes 30 minutes to an hour. See p. 24. 

In a group, with three to six players. Diplomacy, 
negotiation and guile are vital. And be ready to 
defend against all your foes when you get close to 
winning. Length of the game depends on how 
much time you spend negotiating before you 
attack! 


Basic RULES 
Object of the Game 


he object of lluminati is to control the world, 
You start with a single Illuminati card, represent- 
ing your own secret conspiracy. During the game, 
you take over other Group cards. They are added 
to your Power Structure as your puppets - unless 
a foe takes them from you. You can use Plot cards 
to advance your own position or harass your foes. 

You may win by controlling enough groups, or 
by fulfilling the special goal of your own Illuminati, 
or by meeting the objectives on a Goal card. Or, 
of course, by destroying all of your foes! 


Beginning y the Game 

) Each player must have his own INWO deck, 
all of the same size — we recommend 45 cards, 
including your Illuminati. (As a shortcut, you can 
just compare the heights of the decks on the 
table.) The relative number of Plot and Group 
cards in your deck is up to you, though 12 to 20 
groups is a good number. Designing a strong 
deck, with cards that work together, will help you 
win. Trade cards with others, or buy Booster 
Packs, to improve your deck. 


(2) Each player divides his cards into Groups 
(with the puppet on the back) and Plots (with the 
hand on the back). 

(3) Each player puts his chosen Illuminati card 
(see p. 13) on the table, all at once. Note: It can 
happen that more than one players have the same 
type of Illuminati . . . which means they represent 
different factions of the same conspiracy. See p. 
20 

(4) Each player shuffles his Plot deck and 
draws three Plot cards. You may look at your 
cards, but you cannot play any of them until the 
game actually begins. Place them in your hand. 
These are your first “hidden plots.” 

(5) Each player chooses one Group card as a 
“lead” — the first puppet of his Illuminati. All play- 
ers place their leads on the table at the same time, 
(Any leads which are chosen by more than one 
player are set aside, Those players must make 
alternate choices which don't duplicate any leads 
already attempted or exposed. This continues 
until there are no duplicate leads.) Thus, when the 
first round begins, each player already has one 
puppet. You may not lead with a Resource — it 
must be a Group! 

(6) Shuffle your Group deck and draw six 
cards for your hand. If you had set aside any failed 
lead cards, shuffle them back in after your first 
draw. From now on, you may not look at, or 
trade, any of your undrawn cards — just the ones 
in your hand. 

(7) Each player rolls two dice. The one with 
the highest roll goes first. 

At the beginning of the game, you may not do 
anything to a rival who has not yet completed their 
first turn! You may not use Plot cards or special 
abilities on them, interfere with their attacks, or 
play any cards that injure them (except NWOSs — 
see p. 20). Exception: If someone attacks you dur- 
ing their first turn, you are free to respond against 
that player in any way you can. 


Turn Sequence 

Each turn has the following steps: 

1. Draw the top card from your Plot deck, if you 
wish. At the same time, if you have Action tokens 
on any of your Groups, you may spend them for 
extra Plots (see p. 12) 

2. Draw the top card from your Groups deck, if 
you wish. There is no limit to the number of 
Groups in your hand. 

3. Make one automatic takeover, if you wish. 
Choose any Group or Resource from your hand. You 
take it over automatically — no die roll is required. 
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A red card with Control Arrows is a Group. Put 
it on any outgoing arrow of your Power Structure, 
You may not make an automatic takeover of a 
Group that duplicates a card already in play. 

A purple card, with no Control Arrows, is a 
Resource . . . put it beside your Power Structure. 
(But you may not duplicate a Unique Resource 
already in play. See p. 20.) 

4. Place an Action token on each of your 
groups that doesn't have one. You can use any- 
thing you want — we like glass stones — but they 
should all be the same, No group can ever have 
more than one token unless its special ability, or a 
Plot card, specifically gives it an extra action. 

5. Attempt attacks or other actions, as explained 
below. Each Action token allows one action — you 
can attack, or use a special ability, or draw more 
Plot cards. Plot cards, in turn, may give you extra 
attacks or other actions. Groups that don't act 
during your turn can use special abilities or Plot 
cards to act during the other players' turns! When 
a group acts, remove the Action token from its 
card. 

6. Take any remaining “free moves” you want. 
Free moves (see p. 14) don't count as actions, You 
may take free moves before, between, or after 
your actions. 

At this point, if you have achieved one of your 
Goals, you must say so, to give other players a last 
chance to stop you by spending their actions or 
playing Plot cards. If they can't stop you, you win. 
Otherwise .... 

7, Knock. Rap on the table to alert the next 
player that you're finished. An evil laugh is appro- 
priate here. 

If some other player announces a victory, the 
game now ends unless the rest of you can stop his 
schemes. Otherwise, the next player now starts 
his turn. 

Play continues counterclockwise until a player 
(or coalition of players) wins — see p, 19. As play 
develops, your holdings might look like this: 


1 mo 


4 
[6] 
J Es] 

Your ¡lluminati card (1) is in front of you. 
Connected to it are the groups that make up the 
rest of your Power Structure (2). Beside it are your 
Resources (3) and any exposed Plots, face up (4). 
Your Plots and Groups decks (5, 6) are ready for 
your next draws. Your discard pile (7) is off to the 
side, face up. 

You will also be holding a hand of up to 5 Plot 
cards (some of which may be “exposed” and face- 


up on the table in front of you) and any number 
of Groups and/or Resources. 


Plot Cards 

These cards are blue, and represent 
Illuminated plots. A Plot is discarded immediately 
after use, unless it is kept on the table as a marker 
for its effect. 

Each Plot card tells when you can play it. 
Follow the instructions on the card, Often a Plot 
will allow an exception to the rules. The instruc- 
tions on a card always take precedence over this 
rulebook, except for the Meta-Rules on p. 22. 

Draw from the top of your Plot deck. Place 
each Plot in your hand, únless you can use it 
immediately. It stays in your hand, “hidden,” until 
you play it or return it to the deck, or until one of 

¡our rivals exposes it, You may expose it yourself, 
ut that's usually unwise, 

When one of your Plots is exposed, turn it face- 
up in front of you. It stays face-up until it's used, 
returned to your deck, stolen, discarded, or hid: 
den again (by a Plot or special ability that lets you 
return exposed Plots to Jou hand). 

You may show a hidden Plot to individual rivals, 
and then keep it face-down. They can tell others 
what they saw, of course, Or they can lie, 

You must always show how many hidden Plots 
you have, ¡f someone asks. 

Some Plots work automatically; others require 
a die roll. Some require a specific group to use an 
action; others are free. Follow the instructions on 
the card. 


How to Get Plot Cards 

You may draw a Plot card at the start of each 
of your turns, until your deck runs out. Some 
cards let you draw more Plots, or steal Plots from 
your rivals. 

You never have to draw a Plot (or Group) card, 
and there is no penalty for running out of 
undrawn Plots or Groups. 

Spending Tokens for Plots: You may spend one 
Action token from your Illuminati, or two tokens 
from any other groups you control, to draw one 
Plot card. You may do this at any time except dur- 
ing a privileged attack. 

If. you have tokens on your groups at the 
beginning of your turn, you may spend these 
tokens to draw extra Plots immediately, before you 
place new tokens on your groups! (This is all you 
can do with them. You cannot use them for 
actions before phase 5 of your turn; in most cases, 
you might as well spend them for Plots. However, 
you may be vulnerable to certain attacks between 
the time you spend your tokens and the time you 
replace them .. .) 


Limit on Number of Plot Cards 

You may have any number of Plot cards in 
your hand during your turn. 

At any time except during your own turn, 
whenever you have more than 5 Plot cards, you 
must immediately get rid of the extra(s) . . . by 
using Plots, giving them away, discarding them, 
or returning them to your deck! 

Both hidden and exposed Plots count toward 
your limit. But some Plots (NWO cards, for instance) 
stay on the table when used, as a reminder or “link” 
for the effect they create. Once you've played them, 
they do not count against your limit. 
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There are some cards that let you hold more 
than 5 Plots 


Discards 

All discarded cards go face-up, because other 
players may have the ability to “scavenge” from 
your discards. This holds true whether you dis- 
carded a Plot because you had too many, or for 
some other reason. 


Returning Plots to Your Deck 

You may return a Plot to your deck if you have 
too many Plots (or if you just want to get it out of 
your hand). You may put it on the top, the bot- 
tom, or anywhere in the middle, depending on 
how soon you hope to draw it again! 

You may do this at any time except in the mid- 
dle of a multiple-card draw, or after someone uses 
a Plot or ability that lets them see (or steal) Plots 
from either your hand or your deck, 


Trading / Giving Away Plot Cards 

Plot cards not yet used may be given away at 
any time, except during a privileged attack. See 
Gifts and Trades, p. 19. 


Group Cards 

Groups are the cards that make up your Power 
Structure, Typically, a Group card represents the 
leadership of the group, or the secret cabal that 
controls it, For instance, the Dentists card does 
not represent all dentists . ... just the secret lead- 
ers of the dentists' conspiracy. 

You may draw one Group card at the begin- 
ning of each turn, and one more, after you get 
Action tokens, if you spend your Illuminati action, 

Groups (except for Illuminati) are red, with 
gold arrows. The group's name (1) is at the top. 
Below are its description and special abilities (2) 
The large numbers are its Power and Resistance 
(3). At the bottom left are its Alignments (4). At 
the bottom right are any Attributes (5) that it has. 
At the edges are the gold control arrows (6). 


Sample Group Card 


Types of Groups 

Most Groups are Organizations. There are 
three other kinds of Groups: 

Illuminati: the Masters. Each player has only 
one Illuminati group, at the center of his Power 
Structure. These are black and have a horizontal 
design, rather than vertical. The backs show a 
hand (like Plots) rather than a puppet like the 
other groups. This lets you hide extra Illuminati 
cards in your Plot deck, íf you wish — see p. 20. 


Places: usually the cabal that controls that 
place's government. Places can be hit by Disasters. 


Personalities: influential individuals, and their 
loyal henchmen and possessions. Personalities are 
vulnerable to Assassination cards. 


Alignment 

here are ten different alignments. They are 
shown at the bottom left of Group cards. Some 
groups have one alignment, some have several, 
and a few have none, It is easier for a group to 
control groups with similar alignments, and to 
destroy those of opposite alignments. 

Meanings of the alignments in /NWO: 

Government — An arm of any government; its 
opposite is Corporate, 

Corporate — A business or coalition of business- 
es; its opposite is Government. 

Liberal — Politically “left,” whatever that 
means; its opposite is Conservative. 

Conservative - Usually mad at the Liberals; its 
opposite is Liberal. 

Peaceful — Philosophically opposed to the use 
of force; its opposite is Violent. 

Violent - Armed and/or dangerous; not neces- 
sarily vicious; its opposite is Peaceful, 

Straight — Socially middle-of-the-road; Joe 
Sixpack; its opposite is Weird. 

Weird — Peculiar, ofíbeat, not like the neigh- 
bors; its opposite is Straight. 

Criminal — Extorting money from citizens 
through force, fraud or threat, and/or committing 
notorious crimes, There is no opposite. 

Fanatic— Holding to a limited system of beliefs 
in defiance of all others. Any two Fanatic groups 
are considered “opposite” to each other, 


Changing Alignments: Some cards can change 
the alignments of groups, either for a limited time 
or permanently. A permanent change lasts even 
after the group is destroyed (yes, sometimes it 
matters). A temporary change does not. 

A group can never have two alignments that 
are opposite; if it is Violent, for instance, and 
something makes it Peaceful, it is no longer 
Violent. Likewise, a group cannot have “double 
alignments.” If it is Violent and something hap- 
pens to make it Violent again, there is no further 
effect. 


Attributes 

Certain “attributes,” in ítalic, may appear at 
the bottom right of a Group card. These define 
which cards can be affected by certain Plots or 
special abilities. For instance, Computer is an 
attribute. A card that affects “all Computer 
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groups” affects only those cards with Computer at 
the lower right. 

Attributes have no automatic effect on each 
other. A Computer card has no special effect on other 
Computer cards, unless the card itself says it does. 


Power 

A group's Power is a measure of its ability to 
dominate other groups, The higher the number, 
the better. Some groups have two Power numbers 
- for example, 7/4. The first number is regular 
Power, which is used when the group makes a 
direct attack on any card, or aids an attack on a 
group of appropriate alignment. The second 
number is Global Power, which can be used to aid 
attacks even if there are no alignments in com- 
mon (see p. 15). 

When something changes a group's Power, 
the new Power is effective for all purposes unless 
a card specifies otherwise. But note that tempo- 
rary Power bonuses (from +10 Plot cards, for 
instance) don't count toward Goals. See p. 19. 

A group with a printed Power of O gets an 
Action token unless its card says otherwise, but if a 
group's Power is reduced to O, it loses its token, It 
cannot act until its Power is increased. No group's 
Power can be reduced below O. 

If a group's Power (or Resistance) has a *, read 
the instructions on the card! 


Resistance 
“This is the group's ability to resist domination. 
High Resistance makes a group harder to take over 
- . . and easier to defend, once you control it, 
Illuminati cards have no Resistance, because 
they cannot be attacked directly. 


Control Arrows 

Illuminati cards have four outgoing control 
arrows. Each of these can be used to control one 
group. 


Other groups have one incoming arrow, and O 
to 3 outgoing arrows. Á group's incoming arrow 
must be placed next to an outgoing arrow of its 
master, the group that controls it. 


Special Abilities 

Every Group has a special ability — often some- 
thing that goes outside the normal rules, or even 
breaks them! See p. 23 for a list of terms used in 
defining these abilities. 


Resources 
Resource cards represent Illuminated secrets 
+ hidden knowledge, magic artifacts, ultra-tech 
ices and other tools of world domination. 
Resource cards are purple, with the same back 
design as Groups. They are drawn from your 
Groups deck. 


Normally, they can be played only as an auto- 
matic_takeover. You may also spend a single 
Illuminati action each turn to take over a 
Resource. (So, if you use your automatic takeover 
and one Illuminati token, you can get two 
Resources in one turn, but you cannot normally 
get more.) 

Resources have no alignments or Control 
Arrows, and don't go into your Power Structure. 
They are placed beside it. 

There is no normal way to attack an enemy 
Resource, but some Plot cards and special abilities 
can affect them. 

All Resources belong directly to your Illuminati 
unless they are linked to another group (see p. 
21). If a group is captured, its linked Resources go 
with it. Ia group is destroyed, remove its linked 
Resources permanently from play. 

Some Resources have the word Action at the 
bottom, to show that they get Action tokens. 
They follow the same Action rules that groups do, 
but their tokens cannot be traded for Plot cards! 


ACTIONS 


A group 
token. 

There are two main types of action: attacking 
and moving a group. Each of these actions must 
be completed before another begins. 

Aiding an attack (or defending) is also an 
action, requiring an Action token. 

Some groups also have special actions, unique 
to them. These are described on their cards. 
Anything that says it requires an Action token can 
be considered an action. 

Also, many Plot cards can only be used if a 
group spends an action. Unless a card specifies 
otherwise, it may only be “powered” by actions 
from the player who uses the card! 

Normally, each group may act only once per 
turn. When a group acts, remove the Action token 
on the card. 

Remember: Action tokens can also be spent to 
draw Plot cards! See p. 12, Or you may always just 
remove an Action token, if for some reason you 
want to, 

In phase 4 of your turn, your groups get their 
actions back — replace all missing Action tokens. 
Groups which still have a token do not get anoth- 
er one, unless they are one of the few groups that 
normally have more than one action! 


Mkuminati Actions 

The Action token(s) on your Illuminati are 
ea useful, even aside from their raw Power. 
Spend them wisely. There are several Plots that 
can only be powered by an Illuminati action. On 
your turn, an Illuminati action can also allow you 
to take over a Resource (only one per turn). 


acts” when it spends its Action 


Free Moves 

Some things don't count as “actions.” Using a 
Plot card is an action only if the card says it is! Free 
moves include: 

Giving away a card from your hand, or a 
Resource card already in play — you can do this 
any time, not just during your turn. 
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Discarding a card from your hand, removing it 
trom play. There will be times when you want to 
do this, or even when you have to - for instance, 
when you have one Goal card, and draw another 
one. You may do this at almost any time (see p. 
23). 

Creating a link (see p. 21) is a free move unless 
a card says otherwise. 

Buying a Plot card with Action tokens. 


ATTACKS 


In an attack, a group spends its action to use 
its Power, trying to control or to destroy another 
group. The success of the attack is determined by 
rollíng two dice. 

Illuminati groups can attack, but cannot be 
attacked! The only way to hurt the Illuminati ís to 
take away all the groups they control. 

Attacks come alter your automatic takeover, 
and, unlike the automatic takeover, require a die 
roll. Note that Resources may only be played as an 
automatic takeover, 


Announcing an Attack 

You may either pick a Group from your own 
hand to attack, or attack a card in someone else's 
Power Structure, You cannot attack a group from 
your hand if a duplicate is already in play! 

You must announce who is attacking, who is 
aiding, the type of attack, and the. target. 
(Example: “The KKK, aided by the CIA, will 
attempt to control the TV Preachers.”) 

You may attack any group, regardless of align- 
ment. Alignment controls who can aid your 
attack, but not what group can start the attack. 
However, ¡'s much easier to control a group if its 
alignments are similar to the attacker's — see 
below. 


Calling Off an Attack 

After you announce an attack, you can change 
your mind and call it off — until yow actually play a 
Plot (or “agents”) card or remove an Action token, 
At that point, your attack ¡s committed. You must 
use whatever Plots or Actions you have commit- 
ted, and roll the dice. Once the attack is commit- 
ted, any cards or tokens your rivals play are also 
committed, unless you let them take something 
back. 

If rivals use cards or tokens to aid either side, 
but you call off your attack before it's committed, 
1hey get their cards or tokens back. 

If you call off an attack on a card from your 
hand, return it to your hand. 

Note that if an attack requires a Plot card to 
play — like most Instant attacks, for instance — then 
making the attack is the same as playing a Plot 
card, and it cannot be called off. 


No Duplicates in the Same Attack! 

A group which has two or more Action tokens 
may not use more than one in the same attack 
unless it's defending itself. 

No player may use duplicates of the same Plot 
card in a single attack, or to defend against a sin- 
gle attack, either with the same or for different 
groups. 


Attack to Control 

This is an attempt to take over a group from 
your own hand ..... orto steal a group from anoth- 
er Illuminati. 

To make an Attack to Control, your attacking 
group must have at least one outward-pointing 
arrow free. If a group has no outgoing arrow 
(either because all are being used or some are 
blocked), it cannot try to control another group. 

The strength of the attack is the attacker's 
Power minus the defender's Resistance. You must 
roll that number or less, on two dice. So roll low! 
You must get your attack's strength to at least 2, 
because that ¡s the lowest number you can roll on 
two dice. An attack with a lower strength cannot 
succeed. 

If you attack a group from your own hand, you 
must still roll to control it, and other players may 
try to interfere, 


Example: lf a Power of 6 attacks a Resistance of 
2, it succeeds only on a roll of 4 or less. If a Power 
of 10 attacks that same Resistance of 2, it succeeds 
on an 8 or less... . a much better chance. 


Defense and Interference, Other groups, both 
your own and those of other players, can get 
involved in the attack, This is described below. 


Automatic Failure, A roll of 11 or 12 always 
means the attack failed, no matter how much 
Power was involved. 


Alignments 

he alignments of the attacking and defending 
groups are very important. Identical alignments 
make control easier ..... opposed alignments make 
it harder. 

If the groups have any identical alignments, 
add 4 to the attacker's effective Power for each 
one. If they have any opposite alignments, subtract 
4 from Power for each one, (Remember, all Fanatic 
groups are opposites!) Example: 'A Weird, 
Corporate group is trying to control a Straight, 
Government group. There are two sets of opposite 
alignments, so subtract 8 from the attacker's effec- 
tive Power! Maybe this attack is a bad idea .... 


Attributes. These words (in italics, in the bot- 
tom right corner) are not the same as alignments. 
They don't affect an attack unless an attacker has 
a special ability referring to an Attribute on the 
defender, or vice versa. 


Whoops! 1f you forget to declare a bonus dur- 
ing an attack, whether ¡t's for attack or defense, 
you lose it. When the dice are rolled, it's over. 


Aiding Attacks 

lf a group has not yet acted, it may use its 
power to aid an attack made by another group. 
This is an action! Take an Action token from each 
group that aids the attack. 

Any number of groups may aid one attack, 
adding their Power to the Power of the original 
attacker. Example: A group with a Power of 6 is 
aided by two other groups, each with a Power of 
4. The total power of the attack is 14. 
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Suppose you start an attack, and meet 
unexpectedly heavy opposition from your foes. 
You may throw other groups into the battle, as 
long as those groups have not yet used their 
actions. 

Alignment is very important when aiding an 
attack. A group may aid an Attack to Control only 
ifit has Global Power, or at least one alignment in 
common with the target! A group may oppose an 
Attack to Control (that is, defend the target) only 
if it has Global Power, or an alignment in common 
with the target, or if it is the target's master or the 
target's puppet. 

However, aiding groups do not get bonuses 
and penalties for similar or opposed alignment, 
That applies only to the group that is leading the 
attack. 


Aiding Attacks With Global Power 

Some groups have a second Power number — 
Global Power. For instance, if a group's Power is 
5/2, the 2 is its Global Power. This represents 
power that crosses all boundaries . . . real power. 

If a group's alignments don't let it use its nor- 
mal Power in an attack, it can still use its Global 
Power, Thus, groups with Global Power are more 
flexible. 

Increases in Power do not change Global 
Power unless the card making the change specifies 
Global Power. But if a group's Power is decreased 
to below its Global Power, then its Global Power 
must be reduced to equal the new Power. 


Resistance to Control 

Every group has a Resistance to control, 
Subtract this from the attacker's Power in any 
attack, as described above, 


Controlling Alignment, A group is more loyal if 
it agrees with its master's ideals. A group gets +4 
to its Resistance for every alignment that is the 
same as that of its master. Opposing alignments 
don't matter (and remember, Fanatic is the oppo- 
site of Fanatic). 


Power Structure Position. Groups already in play 
become harder to attack if they're near the center 
of the Power Structure. A group which is directly 
controlled by the Illuminati gets a +10 to 
Resistance! If lt is one group away, it gets a +5. If 
it's farther away, it gets no bonus. 

Note that nothing can multiply this bonus. 


+5 o 
[+10 PY +10 [ +5 [o] 


+10 


Defense bonuses for location in power structure. 


Special Abilities. Some groups” special abilities 
(shown on the card) increase their resistance 
against certain attacks. 


Defense 

When one of your groups is attacked, you may 
use your Action tokens to defend it. Each token 
has a value equal to the Power of its group. If the 
target of the attack spends a token in its own 
defense, it counts double, And if the target hap- 
pens to have more than one token, it can spend 
them all, and they're all doubled! 

Regardless of alignments, a group can always 
use its action to defend ¡tself, or its master, or ¡ts 
puppets. The Illuminati may defend any group. 

Other groups can defend the target only if 
they have at least one alignment in common with 
it, or if they have Global Power (see p. 16). 

Example: A group with a Power of 6, aided by 
other groups with a total Power of 9, attacks a 
group with a Resistance of 4. The base strength of 
the attack is 15 minus 4, or 11. 

But the target still has an Action token of its 
own. Its Power is 2. Doubled, this is 4, so spend- 
ing the token reduces the attack to a 7. And the 
group's master also spends a token. Its power is 5, 
which reduces the attack to a 2! 

Now the attacker can spend more tokens (if he 
has them) or ask other players for help - see 
Interference, p. 17. 

The final strength of the attack is not settled 
until no players are able or véling to commit any 
more tokens, Plot cards or special abilities, At that 
point, the attacker rolls the dice! 


Results of an Attack to Control 

IfYour Attack Falled: then, if the defending group 
belonged to another player, it stays where it was. 

IF'it came from your own hand, you may try 
again if you have any actions left. However, ¡f you 
have not taken the card by the end of your turn, 
your agents are revealed and eliminated - you 
must discard that card! (This is a reason to have 
two cards for the same group . . . it can give you 
a second chance.) 


If Your Attack Succeeded: the target group is 
captured! It becomes part of your Power 
Structure. Put it next to the group that captured 
it, with its incoming arrow touching any outgoing 
arrow of its new master. /t does not matter ¡fa card 
is upside-down or sideways, as long as the arrows 
line up properly. 

Fit controlled any puppets, they are also cap- 
tured! When placed in your Power Structure, they 
should keep the same position, relative to their 
master, that they had originally. If that makes 
some cards overlap, you may rearrange any new 
cards that overlap, as long as they keep the same 
master. New groups which still cannot fit must be 
discarded! 

A newly-captured group may not act on the turn 
you capture it. IFit had an Action token, remove it. 
It cannot get an action that turn except from a 
card that explicily gives an action to a newiy-con- 
trolled group, like Blitzkrieg. (Groups controlled by 
an automatic takeover do get an Action token on 
the same turn.) 
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Attack to Destroy 

You may also try to destroy any group in play 
except an Illuminati . .. . even one of your own 
groups (though you may not destroy a group from 
your hand). An attack to destroy works like an 
attack to control, except: 

1. Instead of rolling “Power minus Resistance,” 
roll “Power minus Power.” That is, the target 
defends with its Power rather than its Resistance. 
1ts closeness to the Illuminati (p. 16) still counts for 
defense, unless you're destroying one of your own 
groups. Alignments in common with its master do 
not help! 

2. Únlike groups destroy each other more eas- 
ily. An Attack to Destroy gets a +4 bonus for every 
opposite alignment, and a -4 for every identical 
alignment. 

3. Unless it is using Global Power, a group may 
only aid an Attack to Destroy if it has at least one 
alignment opposite from the target's. A group may 
oppose an Attack to Destroy if it has at least one 
alignment the same as the target's, or if it is the 
target's master, or its puppet. 

4. A group does not need an open control 
arrow to attack to destroy! 

5. If your attack succeeds, the target group 
goes to your own separate “destroyed pile.” Since 
¡many Goals depend on destroying groups, you 
must keep track of which player destroyed each 
group — and some cards can return groups to 
play! 

6. Its puppets are not destroyed - they lose 
their tokens and go back to the hand of the play- 
er who controlled the destroyed group. 

7. You may try to destroy a group that you 

already control. But no group may attack ¡tselí, or 
sic an attack on itselfl 


Interference 

If one of your rivals attacks another, you may 
still get involved in the attack. This Ís called 
Interference, Time for some negotiation and back- 
stabbing! 

(1) You can use the Power of any of your 
groups to aid either the attacker or the defender, 
This is your group's action, and costs its Action 
token. To be eligible to interfere, it must have at 
least one alignment that matches the targe''s (or 
one that is opposite, to help destroy the target) or 
¡lt must have Global Power! 

(2) You can use a Plot card or special ability. 


Hidden Agents 

If a card in your hand duplicates a Group that 
someone already controls, it represents hidden 
agents within that group. You may play your 
“agents” card any time the group is attacked ... . 
to aid that attack, or to fight it. 

Only one “agents” card can be used in any 
one attack. The owner of the real group cannot play 
an “agents” card. Once used, the duplicate is dis- 
carded, whether the attack succeeds or fails. 

Playing an “agents” card gives +10 to aid an 
attack, either to control or destroy. It can be used 
to oppose an attack, too, but it gives only -6 to 
oppose. 

If a foe plays a Group card from his hand as an 
automatic takeover, your “agents” card won't 


help you . . . yet. You cannot prevent an auto- 
matic takeover, 

But if a foe tries an Attack to Control against a 
Group from his own hand, and you have an 
“agents” card, you can use itright then to defend 
the group, giving a -6 to his takeover attempt. But 
you might prefer to let him bring the group into 
play ..... and then take it away from him! 


Limits on Attacks and 
Interference 


Privileged Attacks 

An attacker may prevent Interference by 
declaring an attack “Privileged,” using a Plot card 
or special ability. The attacker must announce 
“Privilege!” when first declaring the attack, 

No “third party” player can interfere either for 
or against a Privileged Attack, No one can help the 
attacking player. If the attacker is trying to control 
a group from his own hand, no one can oppose 
that attack. If the attack is against a group con- 
trolled by another player, only that player's groups 
and Plots can help defend. No one else can use 
cards or special abilities in his behalf, even to can- 
cel the action; nobody can give him cards until 
the attack is over. 

Some groups, and some Plot cards, allow a 
player to negate the Privilege of an attack. If 
Privilege is negated, it cannot be regained on that 
attack. 

After a Privileged Attack is over, other players 
may use cards that change or negate the die-roll. 
(They are not interfering with the attack itself.) 


Secret Groups 

Groups with the Attribute Secret are unknown 
to the public, or considered myths, or just not 
understood. 

Secret groups can only be affected by 
Illuminati groups, by other Secret groups, and by 
groups whose special abilities let them aid or 
attack Secret groups. 

In addition, a Secret group's master and pup- 
pets may always use their special powers to help 
the Secret group, and they may defend it if it is 
attacked. They may also use their Power to aid its 
attacks íf they have Global Power or the right 
alignments to aid (see p. 16). 
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No other groups can make attacks against 
Secret groups, or interfere for or against attacks 
on Secret groups, or use their special abilities for 
or against Secret groups, or aid attacks made by 
Secret groups! 


Instant Attacks 

Some Plot cards allow a special Attack to 
Destroy, called an Instant attack. This is not nor- 
mally launched by a group; it uses a Power listed 
on the card itself. Examples include most 
Assassination and Disaster cards. 

An Instant attack is strictly between the Power 
of the attacking card and the Power of the defend- 
er! No other cards can aid either side in any way, 
either with Power or special abilities, unless they 
specifically say they can interfere with such attacks. 
For instance, a generic “+2 to destroy” does not 
add power to a volcano! A Plot card which entire- 
ly negates another card can stop an Instant attack, 

Closeness to the Illuminati does help defend 
against an Instant attack, unless you are attacking 
a group you control. 

The target may not spend any Action tokens, 
even to defend itself, until the attack is resolved. 

Instant attacks may not be combined, unless a 
Plot card specifically allows it. 

If.cards previously played gave the target a tem- 
porary Power bonus for that turn, it does count. 


Assassinations 

An Assassination card allows an Instant Attack 
to Destroy a Personality, lt can be made at any 
time, even during another player's turn (except 
during another attack). No Action is required for 
an Assassination, though some cards let a Group 
help by spending an Action. 

A Personality destroyed by an Assassination is 
Killed, and may only be saved or returned to play 
by appropriate cards. A regular Attack to Destroy 
can strip a Personality of power and influence, but 
not kill them, and such a Personality can be 
returned to play the same way a destroyed 
Organization can. 


Disasters 

A Disaster card allows an Attack to Destroy a 
Place, lt can be made at any time, even during 
another player's tur (except during another 
attack). Most Disasters do not require an action by 
a group. Most Disasters are Instant. 

Most Disasters can cause Devastation — see 
below. Some Disasters can completely destroy 
their targets, if the die roll on the attack is good 
enough. 

The target of a Disaster always loses one 
Action token, if it had any, as soon as the Disaster 
card is played. It does get it back if the Disaster is 
canceled, negated by Hoax, etc. 


Devastation and Relief 

When a place is Devastated, put a special 
marker on it. Remove its Action token(s), if it has 
any left, and those of all groups below it in the 
Power Structure. These groups cannot get Action 
tokens again until the Devastated place gets Relief 
(see below). And these groups do not count 
toward victory! 


You may move a group out from under the 
Devastated group, by spending an action from its 
new master or your Illuminati. lt may then act nor- 
mally. You may move a group to an empty control 
arrow of a Devastated group, if you really need to, 
but it loses any Action tokens it has. It cannot get 
new ones until its master gets Relief. 

While a group is Devastated, its Power is 
halved (round down) against any attack to 
destroy. Being Devastated again, while already 
Devastated, has no further effect. 


Relief can come from a Plot card, or from a spe- 
cial ability, or by spending actions, all at once, worth 
3 times the printed Power of the devastated place, 
So, if a Place has a Power of 3, Relief would cost 
tokens from groups with a total Power of at least 9. 
They can be spent by any player or players, at any 
time, as long as they are all spent at the same time. 


Timing 

In general, cards take effect in the order they 
are played. Later cards modify earlier ones, 

A player might announce an attack with 
Group A; then a rival uses Resource B to change 
Group A in a way that makes the attack impossi- 
ble or pointless; then another rival plays Plot C to 
destroy Resource B, so that Group A's attack con- 
tinues. 

Thus, you can use a Plot or special ability to 
make a rival's just-announced action unprofitable, 
or even illegal (see p. 21). But you can never 
announce a play that is illegal at the moment it is 
made, even if the play (if allowed) would render 
itself legal, Example: Discordia is immune to all 
Government groups. The Discordian player uses 
his Mluminati action to power a Plot that turns the 
Nuclear Power Companies from Corporate to 
Government. Can the NPCs use their special abil- 
ity to cancel that Discordian action, preserving 
their Corporate status? No! When Discordia made 
them Government, they could not “step back in 
time” and make themselves eligible to cancel the 
Discordian action. 

If an action is canceled, its effects are also can- 
celed. (If a card is played to cancel a Disaster, for 
instance, the target gets its Action token back.) 

Throwing Away Cards: lf a rival uses a card or 
special ability to look at (or steal) your cards, you 
may not spend or discard any cards to keep him 
from getting them or to control which one he 
gets. But if you (or an ally) can use a card or spe- 
cial ability to cancel whatever it was that gave him 
access to your cards, you may do so. That's all you 
can do about it. 


Speed Play 

A player may not “speed-play” to pre-empt his 
rivals' reactions. You can't announce an attack, for 
instance, and instantly roll the dice. You must give 
other players a chance to react to your play, There 
is no one type of card that “trumps” other types 
and can be speed-played. Be courteous. 

The only time that speed of play matters is 
when cards doing the same thing (or mutually 
exclusive things) are played at the same time — for 
instance, two players both play Vultures to grab 
the same card. In that case, the first one played is 
the one that works. If they're really simultaneous, 
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roll two dice; the high roll wins. Plot cards and 
pecial abilities can affect these die rolls as though 
hey were “attacks”! 

Note that saying you might play a card, or 
naking a threat, is not the same as playing the 
ard. For instance, ¡if A plays an instant Disaster, B 
may not respond by boosting the Power of the 
arget. But if A threatens to play an Instant attack, 
3 may pre-emptively play a card which boosts the 
defensive power of the target. When in doubt, B| 
hould always ask, “Are you doing it, or just 
Ihreatening?” A can then put up or shut up. 


On your turn, you may change your Power 
structure by moving your groups. You may move 
any group you control to any vacant arrow on any 
group in play, even one controlled by another 
layer (if he wants it). Any puppets of the group 
)eing moved, and their puppets, and so on, move 
with it, keeping the same position relative to their 
master, 

Moving a group costs one action. This may be 
rom the group being moved, or its former mas- 
ter, or its new master, or your luminati! 1's your 

hoice. 

You may give a group to another player dur- 
ing his turn, if he wants it, This still costs an action, 
1s above. 

Groups in your Power Structure may never 

verlap. If moving a group would cause some of 
¡ts puppets (or their puppets) to overlap, any of 
hem may be moved to different control arrows, 
as long as they keep the same master. Any group 
that cannot be prevented from overlapping is lost 
It, and any puppets it has, go back to the hand of 
¡he player who controlled it before the move. 


Cards in your hand, including exposed Plots, 
may be traded or given away at any time, except 
when a privileged attack is under way. Cards from 
your hand must go into the hand of the player 
who gets them. 

You may not give away undrawn cards from 
your decks! 

Cards in your Power Structure may be given 
away - see Moving Groups, above. 

A tradeis just an exchange of gifts. If two play- 
ers agree to a trade, the deal is binding if they 
make the exchange immediately. A deal is not 
binding if it involves a promise of something in 
the future 

Example: 1f you say, “If you give me the Boy 
Sprouts now, ll give you a Plot card,” and the 
other player gives you the Boy Sprouts, you must 
give him a Plot. But if you say, “If you give me the 
Boy Sprouts now, YI give you a Plot card next 
turn,” and he hands them over, you can break 
your promise next turn if you want! 


Eliminating a Player 

A player is eliminated if, at any time after his 
third complete turn, his Illuminati has no puppets. 
His hand, his decks, and any Resources he con- 
trolled all vanish from play. 

Exception: 1 the Servants of Cthulhu have 
destroyed 7 groups, and then destroy their own 
last puppet as their 8th victim, they are not 
destroyed themselves . ... they win. 

And . . . if you eliminate a player who was 


using the same ¡lluminati that you are, you get his 
Resources! 


If a player leaves the game, the 
efíect is as though he had been 
eliminated. 


Winning the Game 

If you destroy all your rivals, you 
win 

Otherwise, the game ends 
when, at the end of a turn (his 
own, or someone else's), a player 
meets one of his Goals. The winner 
can't claim victory until his rivals 
acknowledge that they can't stop 
him. 

No one may win during the first 
round. The first time anyone can 
claim a victory is at the end of the 
first player's second turn 

If two or more players both 
meet their Goals at the same time, 
they share the victory, dividing the 
world between them. Note: players 
who are playing the same Illuminati 
(except Shangri-La) cannot share a 
victory. If they meet their goals at 
the same time, neither wins. The 
game continues unless some other 
player also met his Goals at the 
same time. 
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You can meet your Goals three ways: 


Basic Goal: This is the same for all players. 
Control a certain number of groups, including 
your Illuminati. Set the number at the begin- 
ning of the game; the more groups, the longer 
the game. 

With starter decks, we recommend playing 
to 10 groups. Once you have built powerful 
decks, play to 11 or 12 (or even more). We rec- 
ommend 12 groups for the two-player game. 


Special Goal: This is different for each kind of 
Illuminati. Some special goals just modify the 
basic goal - certain kinds of groups count dou- 
ble for victory. No group can ever count more 
than double, and no more than three groups can 
ever count double. Thus, if you are playing to 12 
groups, you must have at least 9 cards to win 
even if you have some special goal. 


Goal Cards: These are special Plots. If you 
have a Goal card in your hand, achieving that 
goal will qlue you victory. Any time a foe has 
even one hidden Plot, ¡t might be a secret goal. 

If a foe exposes a Goal card in your hand, it 
is still a valid Goal — but now your enemies 
know about it. 

However, no player (except the UFOs) may 
have more than one Goal card in his hand. If 
you have one Goal and draw another, you must 
immediately discard one. 

When you win with a Goal card, you must 
expose all your Plots, to show that you had no 
other Goal cards! And if a player's Plots are 
exposed at any time and he has more than one 
Goal card, without some special card or power 
that allows it, he's out of the game. 

Some Goal cards describe unique goals, and 
cannot be combined with other goals in any 
way. Others give bonuses to reach your other 
Goals. Again, no more than 3 groups can ever 
count double, Read the cards. 

Note that a Goal card is never actually 
“played.” When a player reveals it and says, “l 
win!”, you cannot use Hoax or a similar card to 
cancel the Goal card. Of course, if a Goal is 
exposed before its owner announces a victory, 
any card that affects exposed Plots can affect ¡t. 


Changing Groups to Meet Goals 
If you change a group's abilities, the changes 
(usually) count for your Goals. 

Some changes are permanent (see Glossary). 
Permanent changes always count for goals. For 
instance, if you play a card that turns a group 
Peaceful, it now counts as Peaceful for your goals! 

Temporary Power changes (from Plot cards 
that give +TO, for instance) do not count for 
Goals. The same is true for anything that gives a 
bonus to Power effective only for specific actions. 

Temporary Alignment changes (such as from 
the Orbital Mind Control Lasers) do count for 
Goals. And if the change in Alignment causes a 
change in Power (because of a NWO card, for 
instance), that change in Power also counts for 
Goals. But these changes only count while they're 
in effect! They are good only for a victory declared 
at the end of that turn. For instance, if the Lasers 


make a group Liberal, it only counts as Liberal for 
that turn . . . even if it is destroyed while Liberal, 
it does not count that way after the turn is over. (It 
won't be remembered as Liberal when the win- 
ners write the history books.) 


EviL_SCHEMES 
New World Order Cards 


The New World Order cards are a special kind 
of Plot card. They can be played at any time 
except during a privileged attack. When a NWO 
card is played, it goes to the center of the table 
and affects all players. It is no longer considered 
part of the hand of the person who played it. 

A NWO card represents a basic shift in the 
world power balance. For instance, in 1985, 
Communism was a fundamental force. In 1995, 
it's on the fringes. There's a new world order now! 

If there is any potential ambiguity in the effect 
of a combination of NWO cards, assess their 
effects, one al a time, in the order they were 
played. 

Once a NWO is played, it stays in force until 
removed, in one of two ways: 

(1) Through play of a Plot card that specifical- 
ly negates it. 

(2) Through play of another NWO card of the 
same color. There are three colors . .. red, blue and 
yellow. Only one card of each color can be in play. 
If a NWO is in play, and a new NWO of the same 
color is played, the old one is discarded. Thus, 
there can never be more than three NWO cards in 
effect at once! 

A card can be played to replace an identical 
NWO, The new card would then be the last NWO 
played, which might make a difference . . . 


Duplicate Cards 

Because this is a trading card game, duplicate 
of any cards - even multiple duplicates — can 
appear. The effect of a duplicate depends on the 
type of card: 


Plot Cards: Duplicates may be played freely, as 
long as no one player uses duplicate cards in the 
same action, either for attack or for defense. 


Illuminati Cards: When the game starts, more 
than one player may choose to be the same 
Illuminati — factions of the same conspiracy. They 
are mortal foes! You have a +5 on any attack against 
a Group owned by a rival who is the “same” 
Illuminati you are. If you destroy them, by stealing 
or destroying their last group, you get all their 
Resources. And you cannol share a victory with them. 

You may also put ¡lluminati cards in your Plots 
deck, If you draw a Plot that duplicates a rival 
Illuminati, you can play it at any time. The cost: 
you must discard your top undrawn Plot and 
Group cards! 

The duplicate Illuminati card goes with your 
Resources, but it is not a Resource. It is an agent 
within the enemy Illuminati group. It gives you a 
+3 for attack or defense against that whole Power 
Structure! If you have a Zurich agent, for instance, 
you have a +3 on any attack or defense against 
any group owned by the “real” Gnomes of Zurich. 
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You may only have one agent for each type of 
luminati, but if there are multiple Zurich players, 
one Zurich agent can spy on them all! However, you 
can't have an agent for your own type of Illuminati. 

Note: If a given Illuminati group is not in play 
when the game starts, it cannot come into play 
unless a Plot card specifically allows it. Otherwise, 
¡Us useless. 


Group Cards: While a given Group is in your 
Power Structure, a duplicate of that card does you 
no good. But having duplicate Groups in your 
deck can be good insurance, in case your first 
attempt at control is a failure, or someone takes it 
from you. 

If you have a card that duplicates a group con- 
trolled by a rival, you can use it as an “agents” 
card to aid an attack against that group, or to 
defend it, as described on p. 17. You cannot try to 
control your own card, because the group it fep- 
resents Ís already in play! 

If you have a card that duplicates a group that 
was in play, but was destroyed, you may not acti- 
vate that card unless a Plot card lets you do so. 


Resource Cards: If a Resource is Unique, only 
one can be in play. Whoever plays it first has it, 
You may not play a duplicate, Even if the original 
is destroyed, a duplicate may not be put into play 
unless a Plot card allows it! 

If you play a Unique Resource in a way that hides 
it (e.g., Warehouse 23), you must expose it as soon 
as a duplicate comes into play. If you fail to do this, 
the other card is the original and yours is useless. 

Ifa Resource is not unique, any number may be 
in play. They don't affect each other in any way. 


Links 

A link is a connection between two cards. To 
show that cards are linked, put identical tokens 
(like buttons) on both, 

Examples of Linked cards include: 

AA Personality linked to a Place, to show he's 
staying there (this is only worthwhile if either the 
Personality or the Place card specifies a reason to 
do it). 

A A Resource linked to some group other than 
your Illuminati. This means the Resource belongs 
to that group. 

A A Plot that changes the abilities of one spe- 
cific group, linked to that group to show the con- 
nection. 


Moving Links 

When a linked Plot changes the alignment, 
Power, Global Power or Resistance of a specific 
group, the link is permanent — no one may move 
or remove it without using another Plot card. (A 
permanent link is removed if it becomes perma- 
nently illegal . . . see below, 

Other Links can be changed from card to card, 
but you may move or remove such a Link only on 
your own turn, and only once per turn. If you give 
a Resource to another player, it becomes the prop- 
erty of his Illuminati; he may not link it to another 
group until his turn. if link provides a bonus Action 
token, card, etc., it may not be moved (or the card 
given away) after it gives its bonus that turn. 


Canceled Actions, Alignment 
Changes and Other Surprises 


Many Plots and special abilities can work only 
with a Group of a certain alignment, attribute, 
power level, etc. Other cards can change a group's 
alignment, etc., or cancel an action after it's 
announced. This can lead to interesting situations 
. + . for instance, when one player announces an 
action, and a foe changes an alignment to make 
that action illegal or take away a bonus. 

Many Plot cards and special abilities cannot be 
used in the middle of an attack! But some can. 
Read the cards. 

lf a permanent Link to a Plot or Resource 
becomes temporarily illegal (due to an alignment 
change, for instance, or because the Group has 
been returned to a player's hand), the Plot or 
Resource is not lost, But it has no effect until it 
becomes legal again. It may not be linked else- 
where in the meantime! It will apply to the Group 
again when the Group is again controlled, no 
matter who controls it. 

If a permanent Link to a Plot becomes perma- 
nently illegal, the Plot is discarded, This can hap- 
pen, for instance, if a group changes ownership 
and the new owner already has an identical Plot in 
play, 

If a Link to a Resource becomes permanently 
illegal, the link is lost. The Resource can be linked 
elsewhere on its owner's next turn. 

Ifa group's announced use of a Plot becomes 
illegal before the dice are rolled, the Plot returms 
to the owner's hand and is Exposed. 

If the action of the attacking group is can- 
celed or made illegal, the attack does not hap- 
pen. Plots used by the attacking group are lost, 
and its token is spent. Any pes which aíded 
either side get their tokens back. Agents dupli- 
cating the target group return to their owner's 
hand. 

Ifthe action of an aíding group is canceled, the 
attack goes on, even if it is now doomed to failure, 

Ifan action is used to “power” a Plot card, and 
the action is canceled, the Plot is lost... . discard 
it. Exception: If several actions are used together to 
power a Plot, and one is canceled, another 
group's action may be used to replace the lost 
Power. If this can't be done, the Plot is lost and the 
other actions are wasted. 

If a special ability is used, and that use is then 
made illegal or impossible, the token(s) used to 
power the special ability are lost. 

Ifa Plot is canceled, any actions used to power 
it are lost. 


Some specific examples: 

A A Straight group tries to control another 
Straight group (+4 bonus). Before the dice are 
rolled, the Orbital Mind Control Lasers reverse the 
alignment of the target, making it Weird (4 
penalty). Heh, heh, heh. 


A A Violent group makes an attack, using the 
Terrorist Nuke Plot (+10 bonus). Before the dice 
are rolled, a rival uses the Kinder and Gentler card 
(and a lot of Power) to make the attacker Peaceful. 
It is now ineligible to use that Plot. No link was 
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involved, though — the plot is Exposed, but not 
lost. 


A A Straight group has received Grassroots 
Support, raising its Power to 6. It makes an attack. 
Before the dice are rolled, a rival uses the Jake Day 
card (and a lot of Power) to make the attacker 
Weird. This is a permanent alignment change, so 
the linked Grassroots Support card must be dis- 
carded. 


A A Peaceful group has been given the Nobel 
Peace Prize, raising its Power to 6. The Gay 
Activists reverse its alignment, making it tem- 
porariy Violent. Its Power returns to its original 
level for that turn, but the Peace Prize is not lost, 
and will be effective again when the group's align- 
ment returns to normal, 


A A Violent group attacks a Power Structure 
which includes the Vatican. The Gay Activists 
strike again, turning the attacker Peaceful. lts 
attack is now illegal; Peaceful groups can't attack 
the Vatican's Power Structure, This cancels the 
attack completely. 


The Cards Remember .... 

A permanent Link to a group is not lost just 
because the Group leaves a Power Structure, If the 
card goes to another player, the link goes with it 
(unless it's illegal there). 

If the card goes back to someone's hand, or is 
neutralized in some way, the Link will be activated 
again if the group is controlled agaín. 

In general, cards “remember” any changes in 
their status, until something explicitiy changes 
them back. A Devastated group does not get 
Relief just by going back into its owner's hand, If 
a Personality has been controlled by the 
Vampires, it remains a Vampire forever, (But if a 
group is actually destroyed, it loses any special 
status it had, and will have only its printed values 
if something returns it to play.) 

These things will rarely happen often 
enough to cause arguments, but keep notes if 
necessary! 


STRATEGY 


Conspiring for a shared victory may seem eas- 
¡er than rabbing the whole pie. But be careful 
who you trust. 

When someone leaves the room, conspire 
against him. There is always a way to make your 
position a little bit better and his a little bit worse. 

Negotiate with everyone. Your foes are less 
likely to attack you if they think you might help 
them win. 

To avoid being attacked, you should look 
strong enough to defend yourself, but not so 
strong that you are a threat, 

Watch your rivals constantly; keep track of 
how close they are to their Goals. The more Plots 
they have, the more likely they are to play some 
fiendish trick and win in one turn. Don't count on 
others to warn you of danger . . . they may have 
made a private deal! 


The Perfect Deck 

Half the victory comes before the game starts 
— when you choose the cards for your deck, and 
decide how you'll use them. World domination 
should never be left to chance. Pick cards that 
work well together . . . to defend each other, aid 
each others” strengths, work toward your own 
goal and smash your foes. 

A very aggressive deck works well in a two- 
player game. Multi-player games call for more 
defensive cards, and a careful buildup of 
power. Either way, you want a few key high- 
Power cards, some groups with useful special 
abilities, and a variety of good Plot cards. Bring 
a variety of Group cards, so you can choose the 
special abilities you need to frustrate your 
rivals” plans. 

The best decks have a theme. A deck can be 
built around an Illuminati card, or an alignment 
(or two), or an attribute (like Science), or a Goal 
card, or even a particular strategy. 

But there is no such thing as the perfect deck. 
Any deck can be beaten . . . by a good player who 
knows what's in it, So . ... vary your deck and your 
strategies! If you lead with the Mafia every time, 
your rivals will bring Mafia cards of their own, 
and take it away from you. Switch cards between 
games, or use the same cards in a different way. 
Don't be predictable! 

And don't depend on the cards to win for you. 
A good player with a starter deck can beat a care- 
less player with a custom-built deck. 


Balanced Power Structures 

If a group controls many puppets, you must 
protect it — losing such a key group really hurts. If 
all your groups branch from one Illuminati control 
arrow, you can be wiped out in one attack. 

But if one of your rivals makes this mistake, 
you can win by taking several groups in one 
attack! 


Threats and Negotiations 

Any agreement betweén players, secret or oth- 
erwise, is permitted, if it does not actually violate 
the rules. In particular, you can always try to 
change an opponent's mínd, by promises, bribes 
or threats, about an action that he plans or 
anmounces. 

Deals can be made either openly or secretly. 
The possibilities are limited only by your own 
duplicity. 


MeETA-RULES 


These rules take precedence even over what's 
printed on the cards. 

Keep track of which cards are your property. 
When someone takes a card you own, make a 
note, so you can get it back at the end of the 
game! Or put one of your own tokens on the card. 
Ór use a sticky-note. 

No one can ever steal a card from your hand, 
deck. etc., without showing you what they have 
taken. 

When you use a duplicate card to steal a 
group from someone else, put your own card in 
your Power Structure and let them keep theirs. 
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A When two Plots conflict, the last one played 
is the one that rules. If card B is played to nullify 
card A, and then card C is immediately played to 
nullify card B, then card A is once again effective. 

A Many cards change groups' Power or 
Resistance. When several cards take effect, 
changes to a specific number come first, then cards 
that multiply or divide, and then additions or sub- 
tractions. So if one Plot card increases the Power 
of the Dentists to 6, another one doubles it, and 
then a NWO card gives them +2 Power, you first 
increase it to 6, then double it to 12, and then add 
the +2, The final Power is 141 

A You may never use two multiplying cards to 
increase the same “stats” of one group — for 
instance, to double its Power and then double it 
again. No matter what the cards say, you may use 
only the single highest “multiply” effect. 

“A If a card specifically says something cannot 
happen to it, this takes precedence over a card 
that (supposedly) does that thing to other cards. 
But: if. Card A specifically mentions Card B by 
name, then As ability takes precedence over any 
defense or immunity B may have. 

A Impossible die-rolls cannot happen. For 
instance, the Suicide Squad calls for the player to 
roll one die. One die gives a result from 1 to 6. 
Any card that would increase the result to more 
than 6 is treated as a 6; anything that would 
decrease the result to less than 1 is treated as a 1. 

A. Illuminati groups never have alignments. 
They can never be destroyed, except by losing ali 
their puppets. 


Glossary of Terms 

“Any attempt” abilities give your whole Power 
Structure a bonus on some type of attack. Any 
such attack by any of your groups receives the 
bonus. If you control” the Cycle Gangs, any 
attempt you make to destroy another group with 
any of your groups will get a +2 bonus. You gain 
this ability the moment that you take over the 
Cycle Gangs, and lose it as soon as you lose them. 
Your “any attempt” bonus never helps attacks 
¡made by other players, even if you aid them. Note: 
“any attempt” bonuses are in addition to all other 
bonuses you are eligible for (alignments, etc.). 
They don't affect Instant attacks unless they specif- 
ically say they do. 

Any Time: You may do this during another play- 
er's turn. But you still may not interfere with a priv- 
ileged attack (see p. 17), or use or discard a card to 
keep someone else from looking at it or stealing it. 

Automatic Failure: This lets you wreck another 
player's attack after he commits actions and Plot 
cards and rolls the dice, The attack fails, and all 
the actions and cards are gone. Life is cruel. 

Cancel: Some cards can cancel a group's action 
after it is announced. An action is also canceled if 
it. is made illegal (due to an alignment change 
which conflicts with an immunity, for instance). 

The canceled action, and any token(s) used to 
power it, are lost. If an attack is canceled, any Plots 
used by the attacking group are lost, but tokens 
and Plots spent by aiding and opposing groups are 
returned. See p. 21, 

If a Plot is canceled, the token(s) that powered 
it are lost, 


A Plot or action cannot be canceled after the 
dice are rolled! 

“Cancel” does not mean “remove an Action 
token before it is used.” That is an entirely differ- 
ent power, 

Decks: All your undrawn Plot and Group cards. 
You may not look at them! 

Direct attacks are those made by the group 
itself, For instance, the Hackers have a +4 for 
direct control of any Computer group. This means 
you get a +4 bonus when trying to take over a 
Computer group with that card. If you attack a 
Computer group with another card, even if the 
Hackers aid with their power, this +4 bonus does 
not help you, 

Discard: Cards may be discarded for several 
reasons. A card is also discarded if played, unless it 
remains on the table with a Link, That type of card 
is considered “discarded” only if the Link is per- 
manently invalidated. 

When a card is discarded, it is permanently 
removed from play unless a Plot card or special 
ability is immediately used to recover it. 

Note that you cannot discard (or give away, or 
use) a card to keep someone from taking it or 
looking at it, if they have already played the card 
that lets them take it or look at it! 

Discards are all face-up unless a card specifi- 
cally says to make that discard face-down or with- 
out looking. 

When a card requires a discard, discard from 
your hand unless the card specifies to discard from 
your deck. 

Draw and Choose: “Draw” means take the top 
card from the deck, “Choose” lets you go through 
the deck! 

Hand: The Plot, Group and Resource cards that 
you have drawn. You can look at them at any 
time, They are not considered “in play.” 

Immunity: $ a group (or Power Structure) is 
immune to a certain type of group, it cannot be 
attacked or affected by the Power, Global Power 
or special abilities of any enemy group of that 
type. Those groups can't even aid an attack on the 
immune group or Power Structure, They defend 
normally against its attacks. 

If your whole Power Structure is immune to 
something, your hand, decks and discard pile are 
also immune! 

Master and Puppet: If group A controls group B| 
directly, then A is the master and B ¡is the puppet. 

Permanent Change: Any change to a group's 
Power, Global Power, Resistance, attributes “or 
alignments that does not have a specific built-in 
time limit. Changes made by NWO cards, for 
instance, are permanent, Note that “permanent” 
changes can still be undone by another Plot or 
special ability! 

Power Structure: Your Illuminati, plus all the 
groups that it controls, both directly and through 
its puppets. 

Shuffle: After you look through a deck to 
choose a card, you must shuffle it, and any other 
player may cut. 

Temporary Change: Any change to a group's 
Power, Global Power, Resistance, attributes or align- 
'ments that has a specific built-in time limit, such as 
“for the next action,” or “to the end of the turn.” 
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Turn: When a card says it does something 
“each turn,” that means each time its owner takes 
a turn! Bonuses are granted at the appropriate 
turn phase; extra Action tokens come when you 
get your regular tokens, and so on. 


2-PLAYER RULES 


Two-player games - especially in tournament 
play - can lend themselves to quick-kill strategies 
or “degenerate” decks that would be easy to 
counter in a multi-player game. The following 
rules are official for two-player tournament 
games, and suggested for all play: 

A Play to no fewer than 12 groups. 

A Neither player may attack the other until 
each has taken a full turn; Player 2 can't jump 
instantly on Player 1. 

4% Éliminate the “automatic takeover” phase. 
Except for the puppet that you start the game 
with, no group may be taken over without a die 
roll. To take over a Resource, spend your 
Illuminati token — no more than one per turn. 


RuuLes UPDATE 


Based on gamer feedback on the Limited 
Edition of INWO, we made a number of changes 
to improve clarity and balance ... . check the actu- 
al rulebook and cards for exact wording. The sig- 
níficant ones include: 


Cards 

Eliza: no group may have more than one. 

China: explicitly gets its +20 against Disasters. 

Clipper Chip: no player may have more than one, 

Combined Disasters: both disasters must be eligible 
to strike the affected Place! 

Orbit One can be affected by a Nuclear Disaster, 
but not an £arthquake. 

Oregon Crud now has a Power of 24, and destroys 
'on a roll that succeeds by 10 or more. 

Political Correctness affects Conservative groups 
with á Power of 0 or 1. 

Reload type cards (giving extra 
tokens to groups of a specific 
alignment “or attribute) now 
require an Illuminati action and 
reload only 5 Power's worth of 
tokens, or any one group of any 
Power. The rules now make it 
explicit that you cannot “reload” 
a group on the turn it is captured. 

Seize the Time requires an Illuminati 
action, and cannot be used on 
your first turn. It does not give 
the Illuminati new action tokens, 
and you cannot draw cards or 
play any Plots, 

Shangri-La explicitly gets its +5 to 
defend against Instant attacks. 
Upheaval! requires an Illuminati 
action, and cannot be used on 

your first turn. 

Video Games gives a bonus to all your 
other Computer groups. 

Volcano now has a power of 18, and 
destroys on a roll that succeeds 
by 2 or more. 


Voodoo Economics requires an Illuminati action, 
and can be used only once per player per 
game. 

Weather Satellite now gives a +10 (not a +8), to 
Tornado, Hurricane and Rain of Frogs (not Tidal 
Wave). 

Zurich no longer has a +4 to control Corporate 
groups. 


Rules 

Automatic takeover: is now explicitly optional. An 
Illuminati action can be used for an automatic 
Resource takeover (p. 14). 

Beginning the game: is clarified as regards attack- 
ing players who haven't had their first turn. 
Also, the “lead” puppet rule is expanded (p. 
1). 

Cancellation of actions is clarified (p. 21). 

Die rolls changed by cards are modified to the clos- 
est legal number (p. 23). 

Discards: are always face up (p. 13). 

Dropping groups from your Power Structure is no 
longer allowed. 

Elimination: happens only after the third turn (p. 
19 


Goals: No more than three groups may ever count 
double for victory. 

Goal cards can't be canceled after you claim a win 
(p. 20); if you are caught with more than one in 
your hand, you lose (p. 20). 

Immunity is defined at greater length (p. 23). 

Links: Clarification on moving links and on linking 
personalities (p. 21). 

Memory of Cards: new rules section (p. 22). 

NWO cards take effect in the order played (p. 20). 

Permanent and Temporary changes are defined (p. 


Relief requires 3 times printed Power (p. 18) 
Secret group rules reworded for clarity (p. 17). 
Timing: More rules added (p. 18). 

Two-player rules: (above). 

Winning: You can't win during the first round. 
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=hese are entirely different ways to play the game - as opposed to the 
“optional rules,” p. 29, which are little hacks that you can drop into any 


M version of the game to change the flavor or balance. 


The Cheating Game 

Some fiendish people think INWO is even 
more fun when nothing is sacred. If you agree 
lo allow cheating, the rules become merely a 
shell over your real game. 

You may not move the cards in opposing 
Power Structures, and you may not mark or dam- 
«ge, or permanently steal, cards belonging to 
other players. There are no other limits. Anyone 
caught in the act must undo that cheat, That's 
the only penalty. 

You can misread the dice, lie about the 
Power or Resistance of your groups, palm 
cards, stack your decks, stack others' decks . . . 
and if someone leaves the table, anything 
goes! 

Misrepresenting the rules is perfectly fair, 
but if someone looks up the rules and catches 
you, you should just grin and say “I lied,” 
rather than delay the game with further inop- 
erative statements. 

You should play the Cheating Game only 
with very good friends, or with people you'll 
never see agaín ..... 


Team Play 

Start with four or six players — thus, you 
have either two or three teams of two players 
each. We haven't tried playing with two teams 
of three; it would probably be a long game. 

Before the game, the members of each 
team work together to plan their decks and 
their strategy. 

When the game starts, the first player of 
each team takes a turn; then the second play- 
er of each team goes, in the same order. 
Arrange the chairs to make this order of play 
convenient. 

Partners do not have to share the victory, 
unless you agree in advance to play that way. 
(In that case, there will be a huge temptation 
for everyone to play Shangri-La, which can be 
amusing.) Of course, a player who double- 
crosses his partner to grab a solo win may be 
attacked with a blunt instrument, but then, 
that's the way the game goes. 

However, no player may attack his partner 
until after three full rounds of play. And of 
course, if one partnership holds together while 
others break up, the players who are cooperat- 
ing will have a great advantage. 


Mutation 

This is a series of games between two play- 
ers. Each player builds a deck. After the first 
game, the winner may not change his deck, 
but the loser can change up to 10 cards in his 
deck. 

Now play again. Once again, the winner 
keeps his deck the same, but the loser can 
change up to 10 cards. 

Continue until one player wins three times 
in a row. 


Common Cards Only 

If people say, “We won't play with you 
because your deck is so good,” challenge them 
to a Common Cards Only game. It's just what 
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it sounds like. Anyone who accidentally plays a 
non-Common card must discard it, and expose 
all their Plots. 

Or you could allow both Commons and 
Uncommons, and play a “No Rares” game. 

Or you could place a very low limit on the 
number of Rares that could be included in the 
deck. 


World Conquest 101: A 


3-Player Learning Game 

If you have two players who know the rules, 
and one who doesn't, you can still play a good 
three-corered game. 

The two experienced players are compet- 
ing against each other. They both give the 
newbie the best advice they can. Of course, 
that advice may be a bit slanted — but the new- 
bie knows that. 

Since the newbie holds the balance of 
power, he can have fun as he's learning. And 
he'll have two experts working hard to advise 
him! They should watch carefully to make sure 
he doesn't make any serious mistakes (espe- 
cially mistakes that benefit the other player). 

Íf you're an experienced player, it is legal to 
attack the newbie — but it's not smart to do too 
much to him unless you've got a sure win, 
because then he'll help your opponent. 

And if the newbie is a good enough nego- 
tiator to play his two mentors off against each 
other... . well, that's INWO. 


To the Death! 

If you want a really long game, just find a 
great big table, order a lot of junk food, and 
play till only one Illuminati group survives. If 
you eliminate another player, you get their 
Resources and their undrawn Group and Plot 
cards . ... just put them on the bottom of your 
own deck. (The owner of the cards should 
make note of all the cards that you're “bor- 
rowing.”) 

At the beginning of the game, in addition to 
your regular deck, you should set up a supple- 
mentary deck of 20 more cards (Groups, Plots, 
or any combination). When you first reach a 
Goal, you may look at those 20 cards and pick 
two of them to go into your hand immediately, 
and ten more to add to the bottom of your 
decks. Thus, Goals are still important, even 
though they no longer end the game. 


The Octopus 

This is a long game in which the Power 
Structures get big. It's possible to set up some 
really interesting combinations in an Octopus 
game. It's also possible to lose a half-dozen 
groups at once, because you can't protect the 
edges of your huge layout. 
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Decide in advance how many rounds the 
game will last. A game of 10 or 12 rounds is 
long enough to be substantially different from 
regular play. The winner is the player with the 
most Power at the end of that time ... or, for 
a change, with the most Groups. 

Alternatively, let the winner be the first 
player to end a turn with 20 groups (with noth- 
ing counting double) or with a total Power of 
80. (90? 100? Think big.) 


Sealed-Deck Play 

Each player starts out with the same thing: 
one unopened starter set (or just one deck 
from a starter set) and one or two unopened 
boosters. Build a 45-card deck out of what you 
have, and play! 

Optionally, you may take 30 minutes or an 
hour before play, to trade cards with the other 
players. Of course, bringing in “outside” cards 
is strictly against the rules. 

Games like this are perhaps the purest test 
of playing skill. A sealed-deck game is a great 
tournament event. 


Blind Sealed-Deck Play 

Start with one Illuminati card, of your 
choice, and one sealed starter set box. Open 
the box and divide the cards into Plots and 
Groups without looking at them. Then play 
normally — except that you don't get to look 
through your deck to pick your lead puppet. It 
comes out of your initial hand of six Groups. 

This has a lot of the feel of a common-deck 
game. You have no idea what's in your deck 
until you draw it! You have no hope of plan- 
ning ahead . . . just react to events. 


Sealed-Deck Token Economy 

This is a good system to use for a solid day 
of play within a small group — at a game store, 
say, or at a convention. It's especially well suit- 
ed for an event with a small entry fee, because 
it has built-in prizes. 

Use the same setup as the regular sealed- 
deck game . . . but instead of playing a single 
game, just keep going. After each game, trade 
with the other players. Again, you cannot bring 
in “outside” cards. 

However, there ¡s a way to get more cards. 
Before the tournament starts, the referee pre- 
pares some sort of “token” or play money, and 
a way to authenticate what games are actually 
played. The winner of any 2-player game gets 
a token from the tournament referee. The win- 
ner of a larger game gets 2 tokens. Shared win- 
ners in a larger game get one token each. 

The referee will accept these tokens as pay- 
ment for more cards — say, 10 tokens for a 
Booster Pack. Thus, anyone who does well 


utomatically “wins” more cards, and the 
sore often you play, the more you win. 
And, of course, the tokens can also be used 
y trading among the players. You don't have 
lo collect 10 tokens to get something; even 
ne or two can help sweeten a deal with 
nother player! 


ONE-DECK GAMES 


INWO was designed as a trading-card 
ame, where each player brings his own deck, 
But sometimes that's a really terrible idea. What 
¡l one person has cards . ... lots of cards ..... and 
¡0body else has any? 

These rules are designed for that kind of sit- 
vation. 

Of course, “one-deck games” is a mislead- 
ing name, because INWO still plays from two 
decks: Plots and Groups. Deal with it. The basic 
¡dea is; all the cards belong to a single person 
or a common pool, but everyone gets to play. 


Deal and Play 

This is a simple way to get the effect of 
basic INWO from a single pile of cards. 

Remove all the Illuminati cards from the 
pile, and let each player choose one randomly 
(or select the one he wants; ¡'s up to you). 

Then deal 55 (or 50) cards to each player. 
Ilne players must discard enough to get their 
linal deck down to 45. Then play normally. 
(Optionally, you can have a trading period 
before play starts.) 

A very good way to “handicap” this particu- 
lar game is to let the newer player(s) have a few 
extra cards in the original deal, or just give the 

lronger player(s) 44 cards after their Illuminati 
and let them make the best of it. But don't give 
1he new players too many extra cards, or they'Il 
yo crazy trying to decide which ones to discard. 


One With Everything 
This variant is specifically designed for the 
INWO Factory Set. It includes one of every Plot 
and Group card, plus three of each Illuminati, 
¿nd 20 blanks. But these rules will work with 
any big stack of INWO cards. 
(1) Start by removing any blank cards from the 
deck, and dividing the cards into one stack 
of Plots and one stack of Groups. Shuffle 
each stack. A lot. 
Deal a starting hand of 3 Plots and 10 
Groups to each player, face down. Players 
may look at their cards, but cannot play 
any of them until the game actually begins. 
(3) Each player may go through the Plots deck 
and choose one ¡Iluminati card for himself. 
Pick one that goes well with the Groups 
and Plots you were dealt. Shuffle again 
after the last player has chosen. 


J 


(4) Each player puts his chosen Illuminati card 
on the table, all at once. It can happen 
that more than one player has the same 
type of Illuminati . . . which means they 
represent different factions of the same 
conspiracy. See the rules on p. 20 of this 
book. 

(5) Each player chooses one Group card from 
his hand, as the lead puppet of his 
Illuminati. All players show their choices at 
the same time. Any leads which are chosen 
by more than one player go back into the 
owners” hands, and they must make alter- 
nate choices. This continues until there are 
no duplicate leads. 

(6) Deal the top four Groups from the deck 
into the middle of the table, to start the 
“neutral” area — see below, 

(7) Each player rolls two dice. The one with the 
highest roll goes first. At the beginning of 
the game, you may not do anything to a 
player who has not yet had his first turn, as 
in the regular game. 

Once the game starts, use the regular turn 
sequence. Draw Plots and Groups normally, as 
per the regular INWO rules — but everyone 
draws from the same deck, 

When any card refers to an individual play- 
er's Groups or Plots deck, just read that as 
meaning “the” Groups or Plots deck. Thus, a 
card that normally lets you look at the top card 
of your own deck now has the same effect as a 
card that lets you look at the top of a rival's 
deck, There's just one deck. 

Note that cards which allow you to look 
through the whole deck are now very powerful 
. ... of course, in 30 seconds, you may not find 
the card that you want! When someone uses 
such a power, be very strict about the time 
limit! 

A player who returns a card to the deck 
may still put it on the top, the bottom, or in 
the middle. But, of course, there's no guaran- 
tee that he will be the one to draw it again! 


The Uncontrolled Area 

When any player tries to control a card 
from his hand and fails, that card goes into the 
uncontrolled, or neutral, area. (Exception: The 
special power of the Adepts of Hermes means 
they keep a group even if they fail their 
attempt to control it.) And if a player drops out 
or is destroyed, the groups in his hand go into 
the neutral area. 

Any player may try to take over or to 
destroy a card from the neutral area, and any- 
one else may aid or oppose those attacks, fol- 
lowing the normal rules for attacking and for 
interfering with other players' attacks. 
However, you may not make an automatic 
takeover from the neutral area. 
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Variations 

Players may trade cards among themselves 
after the initial deal, before the game starts. 
This may result in some hands being slightly 
larger than others. So it goes. 


Abuses 

You could stack the deck in this game, abu- 
sively or otherwise, For instance, you could put 
in nothing but Weird groups. But that would 
probably be a bad idea, because then either 
there would be very few groups, or there 
would be lots of duplicates for each Group 
card. Either way, people will fight over the 
groups. 

A subtler way to stack the deck would be to 
include only those Plots that are good for cer- 
tain Illuminati, This is evil; don't do it. Or, if you 
do, don't play for money. Or, if you do, give 
some to charity. 


Cards Referring to Duplicates 

The One With Everything set contains only 
one of each Group and Plot card. Therefore, a 
few cards are completely worthless if you play 
a common-deck game with a single One With 
Everything set. Any player who draws one of 
these cards may show it, discard it immedi- 
ately, and draw a new one. These cards 
include Media Blitz, Counter-Revolution, Payoff, 
Purge, Faction Fight, Clone, Impostor, Forgery, 
and any other card which is good only with 
duplicate Group or Plot cards. Of course, in a 
one-deck game that does contain duplicates, 
these cards are no longer worthless ... . leave 
them in! 


Cards Powered by Deck Discards 

Some Plots or Groups require you to 
“spend” undrawn cards from your Plot or 
Group deck. In a one-deck game, spending 
undrawn cards is not a penalty! Therefore, 
remove the Voodoo Economics and March On 
Washington cards from the game. (Or treat 
them as duplicates of Hoax, with the Hoax 
modification below . . . because it's so much 
fun when a Hoax comes out.) 

Change the cost for 18% Minute Gap and 
Hoax to “discard 3 Plots from your hand,” in 
addition to the Action token cost listed on the 
cards. (If this is too much trouble, remove 
these cards.) 

Some cards also give you the option of dis- 
carding undrawn cards. That option is not 
available in a one-deck game. These cards 
include The Big Sellout, Secrets Man Was Not 
Meant to Know, Air Magic, and Fnord!. 
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The placing Game 

Start with a sirígle pile of cards — enough to 
total 45 for each player in the game. Each play- 
er has 200 tokens to bid with. Use poker chips, 
pennies, priceless Mayan artifacts, or whatever 
else is handy. 

First, auction off the Illuminati cards them- 
selves, to determine who will play what group. 
Nobody can buy more than one Illuminati card 
if that would not leave enough Illuminati for 
each player to have at least one! 

Then auction off the rest of the cards. If 
nobody bids on a card, it goes to the bottom 
of the stack. No player may buy more than 45 
cards. Side deals are legal, using leftover 
tokens, but once the actual game starts, the 
tokens are worthless. 

If you run out of “money” before you have 
45 cards, you must wait until everyone else has 
spent their money or bought 45. Áll un-bought 
cards are then shuffled and dealt out, face up, 
until each player has 45 cards. 

As a variant, you can deal each player their 
first 10 cards face-down, so nobody knows 
exactly what his opponents have. Of course, 
sometimes one player gets better cards in the 
secret deal ... . life is unfair, 

You may find the wheeling and dealing of 
the auction process is as much fun as the actu- 
al game. Watch to see what your rivals bid on, 
and make your plans accordingly. 


Warehouse 23 — 

A Campaign Game 

This is a long-term variant, for a series of 
games between the same players. Start with a 
“Warehouse” of cards, kept by an un-bribable 
neutral party. A Factory Set is good for this, and 
has about the right number of cards for a group 
of 4 to 6 players. (But if you use a Factory Set, 
note that some cards should be removed, as 
described above under One With Everything.) 

Start by distributing just some of the cards in 
the warehouse . ... say, 2 Illuminati, and 50 other 
cards, to each player. Let people trade and play. 

After each game, the winner gets one more 
card, drawn from the warehouse, for winning 
a 2-player game, or two cards for a larger 
game. If the victory is shared in a multi-player 
game, each winner gets a single card. 

Thus, everyone has the chance to build and 
expand their deck, but everyone can grow at 
about the same rate, as long as they make it to 
most of the game sessions. Bringing in outside 
cards, of course, is illegal. When all the cards 
have been distributed, trading will eventually 
reach a standstill. Then it's about time to collect 
them again, shuffle, and start a new campaign. 
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House Rules 
Some things are best left for the players 


Ihemselves to settle . . . so get these straight 
hen you play with a new group. 
How “nicely” do you want to play? You can 
« strictly legalistic, always going by the letter 
í the rúlebook — or you can let people take 
back errors. 
How much negotiating (or pleading) is 
illowed before the dice are rolled? 
Can cards be played in mylar protective 
¿vers? 
Can blank cards (or scrawled-on common 
cards) be used to represent cards a player does 
town? Can they be used to represent cards 
+ owns but does not wish to expose to the 
¡gors of play? 


Made-Up Cards 

Ever since the original lMluminati was intro- 
luced, people have been inventing new cards. 
his is a Good Thing, because it leads to Major 

fcirdness. In fact, we're including blanks in 
Ihe Factory Set, and we're even going to sell 
«parate packages of blanks, because making a 
buck off Major Weirdness is good, too. 

But each group will have to make its own 
house-rule decisions on the cards they invent 
hemselves, We will not volunteer as mediators! 
Nor will we offer “official guidelines” for invent- 
ing new cards and making them “legal” ..... ! 
Ihe blank cards are intended for fun among 
riends, and not to encourage weird, abusive 
trategies at tournaments. 


Handicaps 

When one player in a group is clearly better 
or just has the best deck), these handicaps can 
nake the game more even. 


he player with the superior position can: 
Announce his Illuminati ahead of time, so 
the other players have a chance to prepare 
their decks to deal with him. 
Be limited to a hand of 4 Plot cards, instead 
of S. 
Expose one Plot card (his own choice, or 
randomly chosen by anothr player) each 
time he begins his turn. 


A Be required to control one more Group, or 
even two more, in order to win. 

A. Start with fewer Group cards in his hand 
down to as few as three Groups. 

A Expose part or all of his whole deck before 
play starts. The deck is shuffled again 
before he chooses or draws any more cards 


A player with much less experience can: 

A Be allowed to win with one fewer Group. 
(This isr't as much of an advantage as it 
might seem, because the other players will 
just start picking on him earlier.) 

A. Be allowed to keep one extra Plot card in his 
hand. (A small advantage.) 

A. Start by drawing one or two extra Groups. 
(A moderate acivantage.) 

A Be given a free “agents” card for each other 

Illuminati in the game. (A moderate advan- 

tage). 

Be allowed to select all six of his initial 

Groups from his deck, rather than drawing 

randomly. (A big advantage.) 

A Be granted one: extra Illuminati Action token 
at the beginning of every turn. (This is a 
very big advantage, suitable for a real 
beginner, or for kids playing against 
adults. 
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Tougher Illuminati 

(This rule was suggested by Troy 
Kammerdiener.) 

An Illuminati is not eliminated just because 
it has no puppets. However, if it has no pup- 
pets, it is susceptible to direct attack, which 
can destroy it. 

When it is attacked, treat it as a normal 
group with no alignments or attributes. It 
defends with its normal power, plus 15 
(Shangri-La gets its normal +5 for defense, 
to0). 

If the attack succeeds, that Illuminati group 
is destroyed, and the player is out of the game. 
A destroyed Illuminati group may 
count as one group of any alignment 
or attribute for purposes of Goals. 


Draw 6, Put Back 3 

This is an alternate setup rule, 
designed to make it harder for any 
player to expand too quickly. It was 
suggested on the Internet, and a lot 
of people liked it. 

After you draw your initial six 
Groups, put back three. Thus, you 
start the game with a hand of only 
three Groups, and you can't grow 
fast, no matter what, 


Limit on Duplicates 

A group may agree to limit the 
number of any one card in a deck to 
(for instance) four, Personally, | think 
it's more interesting to allow decks to 
be built freely, just to see what peo- 
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ple will come up with! But many 
gamers feel that, at least in tour- 
neys, a limitation is called for. 


Remove or Limit 
Automatic Takeovers 

Some people prefer to play with 
no automatic takeover, just to 
make it harder to build up a 
power structure quickly. l've come 
to agree with this for the two- 
player game (see p. 24), but not 
for a multi-player game. 

A possible compromise would 
be to remove the automatic take- 
over but give each Illuminati one 
more action token . ... 


Ante 

Some people enjoy playing with 
an “ante” — a card, or cards, put 
up by each player before the 
game, to be taken by the winner. 

But remember: this is a game of 
world domination, where the win- 
ners take all and the losers are crushed like 
insects. So, if you're serious, you might as well 
divide all the losers' cards among the winners 
Hey, they're getting away light, You let them 
live, didn't you? 


Early Warning 

Each player brings a deck to the game and 
announces (truthfully!) what luminati he will 
play. All players then have a set time — say, five 
minutes — to plot, scheme, and modify their 
decks, with or without trading, to deal with the 
foes they will be facing. 


OFFICIAL TOURNAMENT RULES 


1) The game will be played according to 
the most recent edition of the INWO rulebook, 
5 amended by any official errata published by 
steve Jackson Games, except where the rules 
below take precedence. 


2) A Tournament Deck must contain exact- 
ly 45 cards, including the Illuminati card. 


3) Cards may be from any edition — 
Limited, Unlimited, or the Factory Set. Our 
tournaments are designed for people to display 
skill in deck-building, game play and general 
sneakiness — not for the Mr. Suitcases of the 
world. 


4) Cards may not be marked in any perma- 
nent way. Exception: Small sticky tags (such as 
Post-It Notes) may be used to note changes in 
he Power or Resistance of a Group as circum- 
stances change, to note the ownership of a 
card that changes hands, or to give a name to 
a Media Sensation. 


5) The actual INWO cards must be used — 
no proxies. Players may protect their cards in 
plastic sleeves, provided: 1) All cards in the 
deck use identical sleeves; 2) The sleeves are 
clean and unmarked; 3) No other players at 
the table object. The Tournament Referee may 
require a player to un-sleeve his cards (or place 
them in new sleeves) if the old sleeves are dirty, 
sticky or otherwise marked, or if other players 
object. Other players at the table may shuffle 
sleeved sets of cards before the game starts. 
Other, bulkier protection (lucite holders come 
to mind) are not permitted. 


6) Foreign language edition INWO cards 
may be used in a deck for the fun of it, provid- 
ed: 1) the card has an English-language equi 
alent (cards unique to foreign language el 
tions may not balance with the original ver- 
sion), and 2) the player has a copy of the orig- 
inal version on hand so that players can read 
the English text and know exactly what the 
card does. If the foreign version of a card has 


information that differs from its English-lan- 
guage counterpart, then the English-language 
rules apply. 


7) Players can bring as many cards as they 
like to the tournament, and change cards (or 
entire decks) freely between rounds, but once 
a Tournament Deck has been placed on the 
table at the beginning of a round and declared 
ready, that's it — no changes, substitutions or 
trades from that point up to the moment the 
game begins. 


8) Cards may be given to other players dur- 
ing the course of a game as per the INWO 
rules, except that exchanges during a 
Tournament are never permanent — all cards 
are returned to their original owners at the end 
of the round. 


9) The Tournament Referee reserves the 
right to void a card trade (if other players at the 
table challenge it — the Ref will not butt in 
when not asked) if, in his opinion, the trade is 
part of an effort by several players working 
together to advance one of their number to a 
subsequent round. This ¡s very Illuminated, and 
we would normally be very amused, but it sim- 
ply isn't fair to the poor sap who happens to 
get placed at a table full of friends who are col- 
luding to make sure one of their own moves 
on. It's every conspirator for himself. ... Shared 
victories are OK; players sacrificing themselves 
so a friend can advance isn't. 


10) If negotiations drag on too long, any 
player at a table can call the Tournament 
Referee over to get things moving. If con- 
vinced the request is legitimate, the Ref will 
impose a 1-minute time limit to conclude 
negotiations; after that the player whose turn it 
is must take an action or pass the remainder of 
his turn. 


11) The Order of Play is subject to the 
“Oops Rule.” If a player forgets to do some- 
thing in the turn sequence (like draw his Plot 
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cards, or make his automatic takeover, or 
whatever), he may not go back and correct his 
error, unless the other players at the table 
unanimously allow him to. Players are encour- 
aged to cut each other slack during the game, 
but they don't have to ... . at the risk of mak- 
ing a permanent enemy, of course. 


12) Profanity, abuse, violence and other dis- 
ruptive behavior will result in a player's expul- 
sion from the tournament. The Tournament 
Referee's word is final on this matter. Period. 


13) INWO games can go on for a long time, 
especially if all players are evenly matched and 
playing for blood, and tournaments need to 
wrap up games in a timely manner. On the 
other hand, if the victory goal is set too low, 
then strange degenerate decks — decks that 
you could easily beat the second time you met 
them — might jump out and get two-turn 
wins. We recommend that all tournament 
games be played to 12 groups. 


Whatever the final goal, if time runs out 
without a winner, a Percentage of Goal system 
(see below) will be used to determine the win- 
ner. This system will also be used to determine 
2nd and 3rd places in the semi-finals. and 
finals, the game ending the moment the win- 
ner meets his victory conditions, and cannot 
be stopped by the other players. 


14) Whatever else comes up, the Tour- 
nament Referee's word is final. 


Percentage of Goal Scoring 

System 

Simply put, if nobody has achieved a victo- 
ry condition when time expires (and the refer- 
ee will give ample warning that the time limit 
is approaching), then play freezes when time is 
called and a winner is determined. (If time is 
called after an attack is announced but before 
the dice are rolled, then the dice must be rolled 
immediately; no further negotiation, playing of 
Plot Cards or spending of Action tokens may 
occur. You roll the dice as the attack stands, 
and live with the consequences.) Each player 
receives a percentage score (taken to as many 
decimals as needed to determine a winner) 
based on the best of the following factors: 

1) Number of groups controlled (taking 
into account any special bonuses, including 
those from goal cards in play), as a percentage 
of the goal. Example: The Gnomes control six 
groups (one of which counts double because it 
is a Corporate of Power 4 or greater) plus the 
Illuminati group, for a total of 8. The 
announced victory condition was 11 groups. 
The Gnomes player's percentage is 72.7%. 
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2) Percentage of other special goals 
achieved, including those from Goal Cards 
already exposed (Goal Cards still in the deck, 
or hidden in the hand, do not qualify). 
Example: There are 27 Power worth of Peaceful 
groups in play on the table when time is called. 
Shangri-La needs 30 to win, so the Shangri-La 
player's percentage is 90%. 

3) When a special goal has two parts (as 
with the Bermuda Triangle and several Goal 
cards), the percentage is determined by multi- 
plying the separate percentages together, with 
100% the maximum for either part. Example: 
Bermuda Triangle needs all 10 alignments and 
35 Power in its structure; at the end of the 
game, they have 8 alignments and 33 Power. 
Their percentage would be 80% times 94,3%, 
or 75.4%. If Bermuda had 8 alignments and 38 
Power, it would not get a bonus for the “extra” 
Power; the percentage would be 80% times 
100%, or 80%. 

4) If there is still a tie, then both players 
advance (in preliminary rounds). If prizes are at 
stake, then the players can agree to a coin flip 
or other random determination to see who 
gets the higher-place prize, or they can take 
joint possession of the prizes for the two places 
and divide them up any way they care to. If 
two people tie for first, they jointly get the 
prizes for first and second; if they tie for sec- 
ond, they jointly get the prizes for second and 
third; and so on. 


Two-Player Games 

Two-player games — especially in tourna- 
ment play — can lend themselves to quick-kill 
strategies or “degenerate” decks that would be 
easy to counter in a multi-player game, The fol- 
lowing rules are official for two-player tourna- 
ment games, and suggested for all play: 

A Play to no fewer than 12 groups. 

A Neither player may attack the other until 
each has taken a full turn; Player 2 can't jump 
instantly on Player 1. 

A Eliminate the “automatic takeover” 
phase. Except for the puppet that you start the 
game with, no group may be taken over with- 
out a die roll. To take over a Resource, spend 
your Illuminati token — no more than one per 
turn. 


A Note on Trading 

In a sealed-deck tournament, pre-game 
trading can be a lot of fun. Nevertheless, we 
won't permit it in our own official toumeys. 
Why? Because it can take a long time. If you're 
organizing a tournament, and you want to 
allow an extra hour or so for card-trading, 
more power to youl 


The Basic Guidelines 

Look harmless but NOT vulnerable. You must mot 
be an obvious threat, But you absolutely don't want to 
look like a target. If you do become vulnerable, talk 
fast and promise anything, or the sharks will be on 
you 

The nail that sticks up gets hammered down. In 
INWO, the player in the lead has no friends. If you look 
like you're right in the middle of the pack, you won't 
attract attention, and you can find allies to tear down 
the leader. If you are unmistakably in the lead, you 
should either be very persuasive or very frightening. 


Make deals, not enemies, Sure, a deal can get you 
betrayed. But it can also make you valuable to your 
rivals. An attack will always irritate someone, This is 
discussed at length below. 

Consider capability, not intention. You can't tell 
what someone ¡s thinking, but you can look at his 
cards and judge what he can do , . . and what he 
could do if he had the right hidden card. 

Look for the hidden knife. Don't wait to act until a 
rival is just one group from a win. Always assume 
there's at least one totally unexpected trick in the off- 
ing . .. that they can bring in at least one more group 
(or its equivalent) than you think they possibly can. 


Too OFTEN OVERLOOKED . . . 


Just a few little tricks to put an edge on your 
gamel 


Offensive Tactics 

Shared victories! l's amazing how rarely the 
Illuminati can bring themselves to cooperate, Hall a 
win is better than none, 

Disasters don't have to destroy their targets. 
Sometimes harassment is enough. In the first place, 
the target always loses an Action token. And 
Devastation of a key group is bad enough. Hurricane 
never destroys its target, and Oregon Crud is unlikely 
to... but both are likely to Devastate, which is good 
enough!!! 

Sabotage takeovers, If you interfere with a foe's 
attempt to take a group from their hand, and the 
attack fails, that group is gone! 


Defensive Tactics 

Lead sabotage: At the beginning of the game, if 
you think you know what lead puppet someone else 
will use, and ¡t's a group you could use, lead with it. 
Best case: you deny it to them. If you get “stuck” with 
it, it's still a good group. (Worst case: they were 
expecting that, and will try to sandbag you with an 
“agents” card.) 

Control sabotage: If you need to spend some time 
consolidating (adjusting the Power or alignments of 
groups you already control, for instance), but you're 
worried that others will grow too fast, find an excuse 
to play Solidarity to make it harder for everyone to take 
over new groups. 

Alignment matching: Make sure your puppets” 
inments match thelr master whenever you can, 
and don't forget to claim this bonus when you are 
attacked. 


Deck Manipulation 

If you have too many Plots and all of them are 
good, return one to your deck on top! 

Ifyou draw a second Goal and can't decide which 
one to get rid of, replace one in the deck about 6 
cards down that will give you time to think. 


Whoops! 


Watch our foes, to make sure they don't — acci- 
dentally, of course - make one of these common mis- 
takes in their own favor: 

Attacking with a just-controlled group. The group 
you get with your automatic takeover can attack on 
the same turn. Other just-captured groups cannot, 
even if they somehow get tokens . . . unless you use 
Blitzkrieg. 

Holding too many Plot cards when ¡t's not their turn. 
You can always ask for a count. 

Forgetting to remove an Action token from a Place 
hit by a Disaster. Unless something cancels that 
Disaster, one Action token has to come off. 

Aiding an attack with a group that doesn't have 
Global Power or the right alignments. Always look! 

Trying to let a non-Secret group aid a Secret group' 
attack. Not possible, unless ¡Us the master or puppet 
of the Secret group! 


Overlooked Group Abilities 

Bank of England — its action is worth two Plot 
cards! 

Cattle Mutilators - can expose all of a rival's 
hidden Plots. 

Conspiracy Theorists — lets you hold an extra Plot 
card. 

Elders of Zion — lets you reorganize completely! 

Phone Phreaks — lets you reorganize the enemy, 
which is a great way to set up an attack! 
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Ler's Make A DEAL 


INWO is not a “zero-sum” game. It is quite possi- 
ble for two players to make deals that benefit them 
both. Furthermore, victories can be shared. Therefore, 
in general, the more deals you can make, the better 
off you'll be. 

So, in a multi-player game, if you help someone 
else and get help in return, you're both ahead of 
where you were, You're both closer to your own 
goals, 

And remember: even if the other player got more 
from the deal than you did, you are still better off than 

you made no deal at all! (in fact, if the deal benefits 
him a lot and helps you just a little, it may draw oth- 
ers' attention to him, and get him attacked. The nail 
that sticks up gets hammered down.) 

And if you make enough deals, you can give away 
more than you get every time, and still be the big 
winner. Suppose that there are four other players. You 
trade cards with each of them, Each deal (just for 
example) puts you 2 groups closer to your goal, and 
puts the other player 3 groups closer to his goal. 

Now, each of your four opponents thinks he got the 
better of the trade, But now each of them is 3 groups 
closer to his own goal, and you're 4 times 2... . eight 
groups closer. Now, this is a very gross example; in a real 


INWO Zen 


Sometimes there's a clear Right Way to do things. 
Sometimes there are two good, opposite answers. For 
instance: 


Using Special Powers 

Many groups have special abilities that are pow- 
erfully aggressive, Bavaria's privileged attack; the 
Phone Phreaks' “reorganize the enemy”; the CFL-AIO. 
bonus to destroy Corporate groups . - - 

Some say that any such power should be used 
aggressively, at every chance, Protect the group that 
gives you the ability, and attack! 

Others say that you should hold off, especially if 
the group is relatively obscure (everybody knows 
what Bavaria's power 15). Let your rivals think about 
other things . ... until you're ready to remind them. 


Do You Want Resources? 

Some say yes. Resources can give you unique 
advantages, and they're hard to destroy. 

Others say no . . . Resources use up an automatic 
takeover that could otherwise get you a group that 
will count directly toward victory. 


Do You Want Them Early? 

If you take a Unique Resource, nobodY else can 
getit. 

On the other hand, if you use your early auto- 
matic takeovers on Resources, your Power Structure 
will be small and vulnerable when the third turn ends 
and the killing starts. 


How Big a Group Deck? 

Some players believe in a very small Group deck, 
composed of only the best and strongest groups. 
That way, every time you draw a Group it's a very 
good one. And you have room for more Plots. 
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game, somebody would notice what you were up to. 
But you get the idea! 

That's why it's worth the risk of an ocasional 
betrayal and / Lied! - deal-making is powerful 


There are four main reasons for negotiation: 

1. To get an advantage. This one is obvious. They 
have something you want . . . or you want them to 
refrain from doing something that will hurt you, 

2. To honestly go for a win-win situation. Maybe 
you really do want to help them. In a three-player 
game, for instance, the player in the middle can often 
succeed by building up the weakest player for a com- 
bined attack on the strongest one, 

3. To set up a betrayal, But remember that you're 
not likely to get more than one really spectacular 
betrayal per game. INWO players just aren't that 
trusting. So when you stab somebody, make it very 
good. 

4. To distract someone while you pursue other plans, 
This can be the most subtle of all, If you spend 
enough time negotiating for a high-powered group, 
everyone will be very surprised when you play that 
last alignment that you really needed to win. 


Others say that a small Group deck is unsafe. 
What if you lose some Groups? And weak groups 
have their advantages, too. Even if their special abili- 
1y doesn't help you much, they're easy to take over, 
and a Group is a Group when it's time to count up 
Goals. 


Should You Go All-Out To 
Stop A Win? 


On the one hand, you have to do whatever it 
takes to keep someone else from winning. 

'On the other hand, if you can secretly hold back 
just a bit and let others give their all, you'll be in a bet- 
ter position to win yourself. 

'And on the gripping hand, as the Moties would 
say . . . maybe you can see a way to make a last- 
minute deal that lets you share in the victory instead 
of breaking it up! 


TrickY TACTICS 


Discovered Attack 

In chess, a “discovered attack” takes place when 
one of your own pieces is blocking a long-range 
attack by another of your pieces . . . and you move 
the blocking piece. If the piece that you move also 
becomes a threat, so much the betterí 

You can do something similar in INWO by hiding 
part of your Goals in plain sight, The easiest way to 
explain this is with an example: 

You are playing Discordia; up to 3 Weird groups 
can count double for you, if they have Power of 3 or 
more, You play the Cyborg Soldiers, which doubles 
the Power of a Violent group, on your Pentagon (the 
only strong card you have). This is obviously a good 
play; your rivals grumble, but take it at face value. 

But a couple of turns later, they watch uneasily as 
you get close to a victory, They've counted, though, 
and you're still one group away from any possible 
win, Until you move the Cyborg Soldiers link to the 
Evil Geniuses for a Better Tomorrow! Now the Evil 
Geniuses are strong enough to count double for your 
goal - and you wil 


The Double-Tap 


The “+10” family of Plots is very useful in attacks 
- or in defense, for that matter, To keep them from 
being degenerate, only one of each type of card can 
be used in any particular attack. 

However, there's no rule against using several 
+105 of different kinds — and you can invite other 
players to contribute the ones you don't have, This is 
an advantage of multiple-alignment groups. 


An extreme example: The Semiconscious 
Liberation Army, which is Weird, Liberal, Violent and 
Criminal, could conceivably play four +10s in the 
same attack: Albino Alligators, Benefit Concert, 
Terrorist Nuke and The Big Score! (Try to imagine that 
event...) 


New World Disorder 

Normally, you think of putting NWOs in your 
deck to give you some specific planned advantage. 
But that's not all they're good for, Since any NWO 
automatically replaces any other one of the same 
color, playing a random NWO, as long as it's the right 
color, is a cheap way to get rid of one you don't like. 

Therefore, it's good to have at least one of each 
INWO color in your deck, to give you a chance to 
change some New World Order that is killing you... . 


Sit Back and Plot 

Any time your turn comes and you really can't see 
anything useful to do, cash in your two least useful 
Action tokens immediately, draw a Plot card, and 
think again. If nothing suggests itself, do it again ..... 


Armadillo 

Or, if you think it looks dangerous out there, just 
make your automatic takeover and knock immediate- 
ly, leaving all your Action tokens intact for defense. 
You can still trade them for Plots at any time. (Thi: 
the equivalent of taking 5 megabucks and passing, in 
the original Muminati, and it can still be a valid 
move.) 


POoOwER STRUCTURE DESIGN 


Make sure your Power Structure is compact. 
Don't leave long chains of groups dangling out there 
like bait. If you don't have a group whose special abil- 
ity lets you reorganize, put at least one Reorganization 
in your deck. 

Never, never, never base your whole Power 
Structure on a single puppet of your Illuminati. What 
happens if you lose that puppet? You're crippled. If 
three turns have gone by, you're dead. 


Organization and 
Reorganization 


Sometimes the group that can make the strongest 
Attack to Control is not the one you want as the new: 
puppet's permanent master. In that case, you have a 
choice: make a slightly weaker attack and hope for 
the best, or reorganize. 

If you happen to be Bermuda, of course, the 
choice is clear. Bermuda can reorganize at the end of 
every turn! If you are some other Iluminati, control- 
ling the Elders of Zion or the Ofíshore Banks can help 
you to reorganize. If you don't have any of those 
groups, reorganization will cost you an Action token 
per group that changes masters. Spend it! I's better 
to lose a token than a group! 


Control Arrows 

Your Illuminati card has only 4 outgoing arrows. 
Use them well. In general, your Illuminati's own pup- 
pets should be the groups you most want to protect. 
But if they don't have control arrows of their own, 


your Power Structure will have fewer options for 
growth. 

When you place new cards, don't block other 
groups” Control Arrows unnecessarily, and try to 
make sure their own arrows aren't blocked, 

Its very frustrating to be close to a win and real- 
ize that you don't have enough open Control Arrows 
to let you grab the groups you need! 


Maximum Resistance 

Remember: a puppet gets a +4 bonus to 
Resistance for each alignment that matches an align- 
ment of its master. If two alignments match, that's +8, 
and so on. 

That means that if a puppet is one group away 
from the Illuminati, with an aligament matching its 
master, ¡ts Resistance is only 1 less than if it were right 
next to the Illuminati. If that puppet has two align- 
ments that match ¡ts master's, it has more resistance 
than a direct Illuminati puppet! 

Don't forget to claim this Resistance bonus when 
you're attacked! 
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Deck DESIGN 


The first step to winning the game is creating a 
good deck. But if you're new to the game, play a few 
times first, and then worry about fine-tuning your deck. 

A deck does not have to have a theme to win. 
However, your cards should work together ... . and 
once you have a set of cards that work together, 
you're likely to discover a theme, even if you didn't 
plan one! 

And it's more fun to play a theme deck. You can 
build a deck around your favorite Illuminati or a good 
Goal, an alignment or attribute, or a particular strate- 
gy. Or you can get really weird. | built a horror deck 
once, Starting with Cthulhu and putting in all the 
skulls, monsters and Awful Stuff that | could find, The 
main point was just to hear everyone else hum the 
Twilight Zone theme every time | played a card, but as 
it turned out, ít was a strong deck! 


Dedenerate Decks 

“degenerate” deck is one that contains many 
duplicates of just a few cards. The point of a degen- 
erate deck is usually to exploit a loophole in the rules, 
or to take advantage of a card that is so powerful that 
it's just better than most of the alternatives. 

It can be fun to try to design a degenerate deck, 
and to win with it a few times, l's not fun to play 
'agalnst one. And only a munchkin (or a frothing tou 
nament player) would want to keep on playing the 
same degenerate deck over and over and over, even 
if it wins, because (almost by definition) it gets bor- 
ing. Fewer different cards, fewer possibilities. 

INWO is less subject to degeneracy than some 
trading card games. Still, it can happen. In the origi- 
nal (Limited Edition) version of the rules, Voodoo 
Economics and the whole Reload family of cards were 
too strong, and the Goals for Zurich and the Network 
were a bit too easy. Therefore, degenerate decks, 
especially Zurich with a lot of Corporate reloaders, 
appeared. So we changed the rules, The Illuminati 
can do that, you know 


Isolationist Decks 

An “isolationist” deck is one that is designed to 
play without interacting with the other players. The 
player intends to win just by taking over groups from. 
his own hand, as quickly as possible. Such decks are 
often degenerate, but they don't have to be. 

The problem with an isolationist deck is that, even 
if you don't plan to attack your rivals, they may not 
be so well-disposed toward you. If you're depending 
on a certain trick or combination of cards, and it 
doesn't come Up, you can be in trouble, 


Predator Decks 

A “predator” deck is one that is designed speci 
cally to attack the other players to get what it needs. 
For instance, a deck with only six Groups can't possi- 
bly get you to the regular Goal, But if they're six 
strong Groups, supported by a good Plot selection, 
you can build a good core Power Structure and then 
take what you wish from the quivering bodies of your 
/oes. 

On the other hand, a card like Let's You and Him 
Fight or the Society for Creative Anarchism, which 
removes your undrawn Group cards, can ruin your 
whole day. Once your Group hand is gone, your auto- 
matic takeover is worthless, and you have to attack to 
grow. ls a risk. 
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Control Decks 

A “control” deck is one that depends for success 
on certain cards coming up . . . and is designed to 
make sure you can pick those cards when you need 
them. Good cards include the Rosicrucians, the 
IN.S.A., Mossad, the Plot Crop Circles, and the 
Resources Warehouse 23, Crystal Skull and Shroud of 
Turin (which will work very well with your N.S.A.). 


General Guidelines 
Plots 


Some Plots are useful ín just about any deck, You 
will almost always find a use for Privileged Attack, 
Interference, Murphy's Law, Bribery, 18/4-Minute Gap 
and Stealing the Plans, 

Not quite as generally useful, but still worth 
checking out, are Time Warp, Agent in Place, 
Reorganization, Swiss Bank Account and. Senate 
Investigating Committee. 

If you know what Illuminati you'll be facing, you 
should consider taking at least one duplicate of that 
card in your Plot deck, to give you agents. 

There are also several useful “families” of Plots. 
Any deck that is strong in a particular alignment can 
use the appropriate family members for that align- 
ment. The “reloaders” are those cards, like Reload, 
that give extra action tokens to a specific type of card. 
The "+10" cards are those that give a +10 bonus to 
Power or Resistance, Check them out, Most players 
think of them as attack cards, but they're lifesavers on 
defense. 

And there are a few strong Plots that can be used 
only once per player . . . but often once is enough. 
These include Voodoo Economics and Seize the Time, 


Resources 

Many Resources are useful for any deck, especial- 
ly the Órbital Mind Control Lasers, the Perpetual 
Motion Machine, and the Midas Mill. Of course, all 
these are Unique, so whoever doesn't play them first 
is just out of luck — unless he has Forgery! 


Groups 

Any strong group, especially one with Global 
Power, is nice to have around. But a useful special 
ability is often better than any amount of Power, and 
what is “useful” depends entirely on the object of 
your deck. 

When one of your groups is attacked, your other 
groups can use their Action tokens to protect it only 
¡fthey have Global Power or if they have alignments in 
common. Therefore, a deck in which all the cards are 
weak, but the same alignment, can be stronger on 
defense than a deck of strong cards of different align- 
ments. (Of course, a one-alignment deck can be vul- 
nerable to a NWO that attacks that alignment. Be 
warned.) 

Special abilities (and Plot cards) that don't require 
an action are more flexible than those that do. 

There's little poínt in capturing a group you can't 
keep. 


lluminati 
Deck-building strategies for the nine different 
Illuminati are described on pp. 42-59. 


Goals 

If you build a deck around a specific Goal card, 
you should consider including at least two copies of 
that Goal. Alternatively put in other cards (see 
“Control Decks,” above), that will let you go through 
your Plot deck and get the Goal when you need it. 

And make sure you protect that Goal once you 
draw it. Fidel Castro can help with this. 

Rewriting History is excellent for any deck that 
involves destroying a certain alignment, 

Several Goal cards are good for theme and align- 
ment decks. Criminal Overlords is obviously good for a 
Criminal or Violent deck, Kill for Peace is good in a 
Peaceful deck, and so on. But you can play against 
type, too. Nobody will expect Hail Eris! to pop out of 
a Zurich deck. 


Alignments 
Since groups get a +4 to control for each align- 
ment they share with the target, and a +4 to resis- 
tance for each alignment they share with their master 
+ « and since groups cooperate in attacks much bet- 
ter if they have similar alignments . . . it makes sense 
to match up alignments wherever you can, Therefore, 
you can build a deck around an alignment, or a cou- 
ple of them, 


Straight 

A Straight deck might start with the Pentagon, 
FBI, the Triliberal Commission and Big Media, and 
Professional Sports for its bonus to take them all over. 
The Moral Minority becomes powerful in this deck. 

Other useful groups, for various reasons, include 
Girlie Magazines, Bank of England, Tobacco 
Companies (great for taking over Government 
groups) - and definitely the TV Preachers! 

Lots of Stralaht groups are weak, so power boost: 
ers are especially useful, Other pro-Straight Plots 
include Censorship, Grassroots Support, Just Say No 
and Straighten Up. 

Since many Straight groups are also Conservative, 
a Stralgh/Conservative combo deck (giving a lot of +8 
bonuses) is viable. And frighteningly believable, Check 
out Ross Perot! (Consider some Conservative Churches 
with Perot — or Quayle, or Reagan — as the Messiah!) 

To combat a strong Straight deck, use the 
Fiendish Fluoridators, Society for Creative Anarchism, 
Underground Newspapers, Secular Humanists and 
Emply Vee. The Reformed Church of Satan can help 
you misdirect their counterattacks. 


Weird 

This is the archetypal Discordian deck (see p. 46). 
Weird cards are typically weak; a Weird deck must win 
by guile and misdirection. However, there are few 
specifically antiWeird Plots or Groups, and if 
Discordia is your Illuminati, the opposite (Straight) 
alignment is powerless to attack you. Make sure you 
get Italy, for protection. 


Liberal 

Very strong Liberal groups include the Democrats, 
Big Media, CFL-AIO, California, Hollywood, Bill 
Clinton and the Trliberal Commission. 

The Feminists and Black Activists are also very use- 
ful, and France is good for defense. So are the 
Underground Newspapers, if you're feeling aggressivel 

Good Liberal Plots include Liberal Agenda, Pledge 
Drive, Political Correctness, Power to the People! and 
Selí-£steem. 


Anti-Liberal decks will be able to use the liberal 
Black Activists and Feminists, as well as the Punk 
Rockers. Anti-Liberal Plots include World Hunger, Let 
Them Eat Coke! and Fundie Money. 


Conservative 

A good Conservative deck might start with Texas, 
Germany, OPEC, the Nuclear Power Companies, the 
Republicans and the Vatican City, and branch out to 
the South American Nazis, the Religious Reich and the 
good old Fred Birch Society. And since several of your 
best groups are Places, the Survivalists will help you 
shake off disasters. 

Isn't it interesting that two strong Conservative 
groups just happen to be Churches, and three are 
energy-related? What Plots does that suggest? 

There are lots of obvious Conservative Plots, too, 
including Bigger Business, Fundie Money, Citizenship 
Award, Red Scare, Slush Fund and Let Them Eat Cakel 

Plots against the Conservatives include Liberal 
Agenda, Political Correctness and Power to the People! 
Anti-Conservative groups include the Feminists, the 
Fiendish Fluoridators and the Secular Humanists. 


Government 

Many of the very strongest groups are 
Government, including New York, Japan, Texas, 
Pentagon, Federal Reserve, N.S,A,, Supreme Court 
and the Post Office, Don't underestimate NASA or the 
Congressional Wives! 

There are several cards that can be powerful 
Government tools - or weapons agaínst it. Look at 
Wall Street and the Tobacco Companies, and the 
NWO Military-Industrial Complex. 

Most of the best Government cards are Places, so 
a Government deck usually needs the Place defenses 
described on p. 39, 

Plots that increase Government power include 
Censorship, Emergency Powers, Gun Contral, Law and 
Order, Martial Law, Nationalization and the New Federal 
Budget. The Clipper Chip is a valuable Resource. 

Though this is a strong alignmen!, there are lots 
of good anti-Government cards, too, including the 
Antiwar Activists, Libertarians, Underground News- 
papers, Savings and Loans, and our old friends 
Saddam Hussein and Imelda Marcos, There are also 
“rogue” Government groups: the C.LA,, Secret 
Service and Supreme Court. Anti-Government Plots 
include Fat the Richi; Ketchup is a Vegetable; 
Privatization; Up Against the Walll; and, of course, 
Don't Forget to Smash the Statel 


Corporate 

Can you say “Zurich'? We knew you could, See p. 
48; the Zurich description covers any Corporate deck 
you might build or oppose. A Corporate deck could 
be built around another Illuminati, but many of the 
cards would be the same even if the tactics changed. 


Violent 

A Violent deck doesn't have to be a Destroying or 
Assassinating deck, though it can be. Strong Violent 
groups include the ever-popular New York and Mafia, 
Texas, Clone Arrangers, Pentagon, Russia, WI.T.C.H. 
and the South American Nazis. 

Though weaker, Saturday Morning Cartoons, 
Professional Sports, and the Gun Lobby have espe- 
cially valuable special abilities. 

Note that enough groups are both Violent and 
Weird that a Violent/Weird deck can work. The same 
is true with Violent/Criminal. 
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Violent Plots include Assertiveness Training, New 
Blood, Criminal Overlords, Reloadi, The Hand of 
Madness, Up Against the Wall!, and that old standby 
the Terrorist Nuke. 

The American Autoduel Association, though 
Violent, is also good to use against Violent decks, 
Anti-Violent Plots include Kill for Peace!, Kinder and 
Gentler, and Peace in Our Time, as well as the NWO 
Chicken in Every Pot. 


Peaceful 

This deck is summed up in two words: Shangri-La. 
See p. 56. If you are playing any other Illuminati, 
don't use a Peaceful deck when Shangri-La is in the 
game, or they'Il win with your cards! 

There are few anti-Peaceful cards, but lots of 
strong Violent ones . . . and The Hand of Madness 
makes destruction of Peaceful groups a goal! 


Criminal 

There's lots of raw power in this alignment, and 
lots of evil fun. Strong Criminal groups include New 
York, the Mafia, and the International Cocaine 
Smugalers. The Loan Sharks quickly become Powerful if 
you have several other Criminal groups, Good Criminal 
Plots include Gang War, Power Corrupts, The Big Score, 
Mob Inlluence, and the Criminal Overlords Goal. 

To fight a Criminal deck, you can use the FBI and 
the Local Police Departments; the Mafia is also good 
at destroying other Criminal groups. The Peace in Our 
Time Plot will come in handy. 


Fanatic 

The whole point of the Fanatic alignment is that 
they don't work together. If you wanted to create a 
Fanatic deck anyway, just for fun, logical Illuminati 
would be Discordia (because many Fanatics are 
Weird) or Bermuda (because those Fanatics that 
aren't Weird are all over the alignment map anyway). 
And be sure you've got Pyramid Marketing Schemes, 
a Charismatic Leader and a couple of Full Moon cards. 
Hit and Run, Jihad and Never Surrender are also good. 

To combat Fanatics, get some fanatics of your 
own... 


Attributes 

Not all the attributes lend themselves to deck 
design - some because there just aren't enough 
appropriate cards, others because there aren't man 
Plots that address that attribute. On the other hand, 
some attributes build very good decks. 


Bank 

There are only a few Bank cards, but they're all 
good for Zurich! Á “Bank” deck is likely to be a Zurich 
deck. See p. 48, 


Church 

There are not many Church groups, either, but if 
you control even a couple of them and play Messiah, 
things become interesting! Look for a few more 
Church-related cards in the first expansion. 


Coastal 

Coastal is an attribute only of Places. Coastal 
Places are generally more vulnerable to Disasters, 
though there are some cards specifically good for 
them, like Chicken in Every Pot. Is there any point in 
designing a specifically Coastal deck? Probably not; it 
just invites your foes to stock up on Hurricanes and 
Tidal Waves. 
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Communist 

What do you get if you build a deck with the 
International Communist Conspiracy, Clone Arrangers, 
Fiendish Fluoridators, Fidel Castro and Russia? Back to 
the 19805! And there will be more Commie cards when 
the first expansion comes Qut . . . 


Computer 

Basically, this will be a Network deck - see p. 52 - 
even if your central card ¡is for some reason not the 
Network. And if it's not, you should consider 
'Unmasking as the Network. 


Green 

The Greens are weak in the first 412 cards - at 
best, this can be a sub-theme of a Nations or Liberal 
deck. There are more strong anti-Green cards than 
there are strong Green cards! When the first expan- 
sion set comes out, Green will have more muscle, 

In the meantime, take over Al Gore, the Anti-Nuclear 
Activists, Canada and the Rifkinites; keep Bigfoot lurking 
in the background, and be ready to Save the Wales! 
nothing else, Greens are good for iritating Zurich, 


Huge 

This is not really an attribute that supports a deck. 
Huge is an attribute only of Places. Huge Places are 
generally harder to destroy. 


Magic 

There are a lot of Magic groups, None are partic- 
ularly strong, but a few are Secret, and most have 
interesting special abilities — in parúcular the Druids 
and W1.T.C.H. The Adepts of Hermes and Cthulhu are 
the most logical Illuminati for a Magic deck. 

Many good Plots can be powered by Magic 
actions, including Air Magic; And STAY Dead; Blood, 
Toll, Tears and Sweat; Counterspell, Crop Circles; Plague 
ol Demons; The Stars are Right; Únlucky 13; and The 
Weak Link 

Resources good for a Magic deck include the Book 
of Kells, Necronomicon, Soulburner and Death Mask, 

Note that most Magic groups are rather short on 
alignments. 

If you're plotting against a Magic deck, fight fire 
with fire and use Stonehenge and the Druids, as well 
as Plague ol Demons, Counterspell and Hex, 


Media 

There are a lot of Media groups, both because the 
media are traditional targets of conspiracy theory and 
because they really are taking over the world, Big 
Media and California are keystones of a strong Media 
deck, with several good second-tier groups to choose 
from. The Subliminals are not a Media group, but 
become very powerful in a strong Media Power 
Structure, 

Media group actions can power a lot of useful 
Plots. These include Bimbo at Eleven, Eat the Rich, 
Exposed!, Mass Murder, Media Blitz, Miracle Diet Plan, 
Resistance is Useless!, Rewriting History, Scandal, 
Sweeping Reforms and Whispering Campaign. And 
don't forget Media Connections, which not only turns 
a group Media but also grants it Global Power! 

A “Media Personalities” deck can be vicious, See 
p- 39. 

But the media has ¡ts weak points, too. If you 
need to stymie a strong Media deck, use Big Media, 
Madison Avenue, Bigfoot, Elvis, Ronald Reagan and 
Dan Quayle. Try Censorshíp, and if that fails, resort to 
Mass Murder. 


Nation 
See Places, below. 


Science 

Good groups include the Nuclear Power 
Companies, A.M.A., Germany, Clone Arrangers, Orbit 
One and the South American Nazis. You should take 
control of Dinosaur Park with a powerful non-Science 
group. 

Plots good for Science include Cold Fusion, 
Computer Virus, The Weak Link, and Miracle Diet Plan. 

Try a "Weird Science” deck based around the Evil 
Geniuses for a Better Tomorrow, L-4 Society and the 
South American Nazis. And see the notes on a Space 
deck, below. 

The A.M.A,, the Anti-Nuclear Activists and the 
Rifkinites are all good anti-Science groups. 


Secret 

At first glance, a Secret deck seems like a killer. After 
all, Secret groups are very hard to attack. But since 
Secret groups have trouble getting effective aid from 
non-Secret groups, you may have a bit of trouble get: 
ting your Power Structure to work together. Remember: 

ifluminati can always aid Secret groups. 

A Secret group can always aid any group, Secret 
or non-Secret, if the alignments are right. 

But a non-Secret group can never aid a Secret 
group unless 

(a) it has Global Power or the right alignments ..... 
and 

(b) it's the master or puppet of the Secret group 
it wants to aid, or has an appropriate special ability. 

With that said: a good Secret deck might start 
with the N.S.A,, Junk Mail, and the Clone Arrangers. 
Weaker, but useful, are the Rosicrucians and the Men 
In Black, Make sure you have at least one Cover-Up 
ready! Power-boosting Plots are also useful, because 
some of your most interesting groups will have poor 
Power. And see Magic, above. 

To attack a Secret deck, use Exposed and the 
Tabloids — and if you control Junk Mail, it's as good 
against Secret groups as itis for them. 


Space 

Space makes a good subtheme of a Science deck, 
since many groups have both attributes. Orbit One is 
the key to a Space/Science deck. 

The L-4 Society, though weak, gives you a huge 
bonus to control other Space groups. Once you con- 
trol it, grab NASA; then Moonbase and Orbit One will 
fall into your hands! 

Space groups can use their action to power the 
useful Computer Virus, 

There's no direct connection in the game 
'mechanics (yet), but the Orbital Mind Control Lasers 
and the Weather Satellite fit the Space theme. 

To make trouble for Space groups, use the 
Rifkinites, and drop a Meteor Strike or two. 


Personalities 

A Personality deck is a lot of fun. lt can be hard to win 
with, thanks to those Assassination cards. But it's still fun. 

So, if you want to keep those Personalities alive, 
collect a few Plots like Bodyguard, Head in a Jar, 
Mistaken Identity and Talisman of Ahrimanes. And 
stock up on Immortality Serum, which is not Unique! 

You can also link Personalities to Moonbase (giv- 
ing them a +6 against assassinations). Of course, 
you'd lose them if Moonbase got destroyed, so put 
the Holy Grail there! Or use the Flying Saucer to pro- 
tect a single Personality. 


The strongest Personality concept is probably Media 
Personalities. If you can set it up so that Big Media con- 
trols the Recording Indust, Intellectuals, and Cable TV, 
yow'Il be a tough nut to crack, and tougher every time 
you take over another Personality. Media Sensations are 
good for this deck, too, because destroying them 
doesn't count toward Goals. And when you control the 
Recording Industry, their Power becomes 3 each; add 
Emply Vee, and ¡ts 4 each! Now take over Hollywood, 
with íts own +2 Power bonus for each Media Personality 
controlled, Power, power, power! 

But it's a lot of fun to pick a single Personality and 
build the deck around that one card. Make him 
immortal; give him the Flying Saucer; make him a 
Celebriy Spokesman and 50 on. See Bjomé (p. 40) for 
an example. 


Anti-Personality Cards 

If you're playing against a Personality deck, don't 
límit yourself to plain-vanilla Assassinations. Make 
their — lives miserable Ninjas, — Dentists, 
Psychiatrists, Voudonistas, Bimbo at Eleven and the 
CA, 


Places 

Many of the strongest cards are Places. But Places 
are vulnerable to Disasters. The key to a good Place 
deck is stopping those Disasters. Though, Íf you know 
you're going to be up against Cthulhu, it might be 
best just to choose another deck. 

The Holy Grail will completely protect one key 
place; find it! The International Weather Organization 
gives all your Places a desperately needed +6 against 
Disasters. The Red Cross gives another +6 and helps 
bring Relief, too. If your Illuminati is O 
there's another +5, The Paranoids only add +2, but 
take it and run . . . and the Druids will give one Place 
a +8, 

Weather Satellites are also useful; you may even 
want to control the Evil Geniuses for a Better 
Tomorrow just to let them bring out those satellites. 
And invest in Early Warning and Volunteer Aid, and 
both Air Magic and Earth Magic. 

Cards that give Relief are useful backups. If you 
can take over the United Nations and boost its Power 
to 6, it can also give Relief to even the most powerful 
Place. The Boy Sprouts, the Center for Disease 
Control, NATO and the Survivalists are all valuable. 

Good Plots for Places include World Cup Victory 
and Chicken in Every Pot. A Revolution is good for tak- 
ing control of a Nation; a Counter-Revolution will bring 
back a destroyed one. 

A great combination for a Place deck is the “Wall 
Street Travel Agency.” Wall Street gives its puppets 
extra Resistance. If those puppets include Brazil, 
Hawali and China, which give extra tokens to a 
Corporate master, Wall Street can be awash in 
Actions! 

And if you have a lot of Places, the Flat Earthers 
can pay off for you. 

Places and Magic work well together, because 
several of the best Place-protectors are magical. 


Anti-Place Cards 

Disasters, of course. Lots of them. And don't for- 
get the Plots and Resources that make Disasters 
worse, like Weather Satellite, Rogue Boomer, 
Dinosaur Park, Cycle Gangs, Earthquake Projector, 
Loch Ness Monster, Annual Convention, Combined 
Disasters and Corruption. 
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Or, if your target is immune to Disasters, hit it 
with Revolution and World War Three. Or use groups 
that are good against Places, like Robot Sea Monsters 
and Center for Disease Control. 


Monster Places 

Just for fun, try a deck that makes the world 
revolve around your favorite Place. Take Finland, for 
instance, Give it Emergency Powers and make it a 
Dictatorship; just like that, its Power is 8. Put Video 
Games in play; all Computer groups” Powers are 
boosted by 1, so Finland is now at 9. With control of 
the Local Police Departments, that becomes 10. 
Media Connections make that power Global, and set 
you up for further enhancements . , . And note that 
you have not yet played a doubling card, Since 
Dictatorship made it Violent, you could give it Cyborg 
Soldiers; its recalculated Power is 16 


Strategies 


U Can't Touch This 

This is a deck designed for defense. Lots of 
defense, In a multi-player game, your rivals will look 
for easier targets. In a two-player game, your foe may 
break his teeth trying to bite you. 

The Illuminati should be Discordia (immune to 
Straight or Government groups) or Shangri-La (+5 to 
any defense). Groups to control include the Vatican 
(gives you immunity to Peaceful groups), Stonehenge 
(gives you immunity to Magic groups), Goldfish 
Fanciers (gives you immunity to Fanatic groups), 
Empty Vee (your Media groups become immune to 
Straights) and International Weather Organization 
(+6 to defend against all Disasters). Not to mention 
the Lawyers and the action-canceling Supreme Court 
and Nuclear Power Companies! And the Holy Grail 
will protect one Place. 

Secret groups are good, because they're immune 
to attacks except from other Secret groups or 
lluminati. 

Make sure you have a couple of Murphy' Lawand 
other “no you don't” cards, just to deal with any 
attacks that make it through the perimeter. And if you 
have Soulburner or the Ark of the Covenant, anybody 
who does hurt you will pay for the privilege. 


Destroyer 

Usually this will be a deck for Cthulhu, but you 
can also use it with a Goal that involves destroying a 
lot of one alignment. See the Cthulhu deck descrip- 
tion (p. 55). 


Plot Killer 

¡The idea behind this deck — which is especially 
nasty in a two-player showdown - is to run through 
your rival's Plots faster than he does! Start with the IRS 
and the Tax Reform NWO, Control the Lawyers before 
anyone else can, and hope that The First Thing We Do, 
Let's Kill All The Lawyers doesn't come up. 

Now add groups and Plots that force him to 
expose, discard or give you his Plots . . . with Agent ín 
Place, An Offer You Can't Refuse, George the Janitor, 
Mutual Betrayal, Stealing the Plans, The Auditor from 
Hell, The Internet Worm and Unlucky 13, as well as the 
Cattle Mutilators, Wargamers, Las Vegas (especially if 
you have a way to affect that die roll), Phone 
Company and Templars. Add insult to injury by using 
the stolen Plots to fuel Voodoo Economics, 


40 A Strategy 


More expensive to play, but very powerful, are 
18/-Minute Gap, Embezzlement and Logic Bomb. 


Sandbag 

This deck includes lots of very desirable “lead” 
cards like Japan, Mafia, IRS, CÍA . . . the object is not 
to play them immediately, but to use them as agents 
and steal the groups from someone else . . . prefer- 
ably when they have a lot of puppets! 

Good Illuminati for this strategy are Bavaria (so 
our sandbags are privleges) or Cthulhu (for sand: 

1ags that kill instead of capture). 

Plots to help this along include Privileged Attack, 
Resistance is Useless! and the various "+107 cards, 

You may want a Goal card like Power For lts Own 
Sake, just in case you grab off several high-powered 
groups, but a Sandbag deck is also likely to win on 
sheer number of groups controlled. 

Don't wait until too late in the game to use your 
sandbag. In the midgame, people will just laugh at 
your victim, In the endgame, your rivals may 
oppose your attack because if it súcceeds, you win 
instantly. 


Bad Fun 
The Podfather 


Thanks to Jeff Koke for the name ... . This is a 
Cthulhu deck which starts with the Mafia and controls 
¿ter Criminal organizations (which are very good for 
destroying things anyway). Nasty, especially if it con- 
tains a few copies of the Criminal Overlords Goal. 


Bjarné 

The Ultimate Media Personality deck (see p. 39) is 
built around the offensive pink dinosaur. First, Lets 
Get REALLY Organized and give him three control 
arrows, Use those for the most powerful Media 
groups you can get, definitely including Big Media 
and Recording Industry. Give him Immortality Serum, 
award him the Nobel Peace Prize and link him to 
Professional Sports. His Power is now at 11; give him 
the Perpetual Motion Machine so he gets an extra 
Action token. Now make him the Messiah, boosting 
his power to 15, or more if you control any Churches. 
And so on, and so on . ... there are other disgusting 
possibilities we're leaving to you to discover . . . Hail 
Bjornél 


Hate Me! Hate Me! 

This is the deck that specializes in annoying tac- 
tics. Irritating Groups include Nuclear Power 
Companies (cancels actions), Society for Creative 
Anarchism (forces discard of groups), the Phone 
Phreaks (rearranges an enemy Power Structure!), and 
everyone's favorite, the IRS. The Cattle Mutilators and 
Templars are also irritating. 

Annoying Resources include Suicide Squad 
(destroys Resources — use Secrets Man Was Not Meant 
to Know to keep it alive, which is also annoying) and 
Immortality Serum (use it to take control of a 
Personality that someone else has just played). Not to 
mention Soulburner. 

Annoying Plots include Botched Contact (undoes 
an automatic takeover), Deasil Engine (destroys a 
Gadget Resource), Hoax (cancels a Plot), Agent in 
Place (spies on his hidden Plots and makes him dis- 
card one), and Hex and Counterspell (destroys a Magic 
Resource). And the final infuriating touch: /Lied, to let 
you break a promise! 
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There were 409 cards in the original Limited Edition release: 
200 Groups (100 Common, 50 Uncommon, 50 Rare), including 36 Resources. 


200 Plots (100 Common, 50 Uncommon, 50 Rare) — of which ten are Goals and 15 
are NWOs. 


9 Illuminati cards. 


Three “Special” cards for the Limited Edition, all Groups, were released in magazines, bring- 
ing the total to 412. Trading Card Games appeared in Duelist, Pyramid Marketing Schemes and 
The Great Pyramid appeared in Pyramid. Do you sense a pattern here? 


Resources 
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heir vows of secrecy 
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time. In 1776 the Bavarians were thought 

to have infiltrated the Freemasons, planning 

to conquer that organization from within. 
Their sigil is the Eye in the Pyramid, 

symbolizing llumination. 


42 A Illuminati 


Power: 10/10 


Goals and Ability: Your goal is simply raw 
power. You can win by controlling groups with 
a total Power of 50 (including your own 
Power). You are both the strongest and the 
subtlest of the Illuminati; your special ability is 
to declare one of your attacks privileged each 
turn, preventing your rivals from interfering 
with it. 

Playing Bavaria: You have the highest 
Power and a special ability that keeps your 
rivals from interfering against your chosen 
attacks. Use it! Furthermore, your victory con- 
dition is directly related to the strength of your 
Power Structure. When you build up your posi- 
tion in the game, you are also moving directly 
toward your victory! 

Your best strategy is to play firmly, but con- 
servatively. Don't make waves or antagonize 
the other players. If they combine against you, 
they can bring you down. If they leave you 
alone, you have a good chance of moving 
steadily toward victory — or toward a sudden 
coup, like taking over a whole arm of someone 
else's Power Structure, that will give you the 
Power you need, 

Two-player strategy: Often you can just 
smash your foe directly, hammering him into 
the ground with sheer power, If that doesn't 
work, go for your special goal. Remember that 
you can still declare a privileged attack when 
trying to take over a group from your own 
hand. 

Multi:player strategy: The power game will 
get you in trouble; everyone will unite against 
you. Your ability to declare a privileged attack 
will often leave them fuming impotently. 
Guard this ability, even ¡f it means destroying 
those groups that threaten it. 

Beware: The high-Power groups that you 
covet are likely to show up in everyone else's 
decks too. Your foes may load their decks with 
Interference and other cards to mess up your 
privileged attacks. 

Power gaming: Easy and dangerous; when 
Bavaria throws its weight around, the other 
Illuminati get paranoid. 

Subtlety: lf you can go a few turns without 
using your special ability, inexperienced players 
may forget you have it, and count on each 
other for help at just the wrong time. 

More subtle yet: Put some Privileged Attack 
cards in your deck! This will let you make a sec- 
ond, and entirely unexpected, privileged 
attack when it's least expected. 

Insanely subtle: Collect Weird groups “to 
keep Discordia from getting them” and play a 
Hail Eris! Goal card. 


Deck Building 


Key Groups: In general, high-Power 
cards. Since these are most common among 
Government, Corporate and Criminal 
groups, you may want to specialize in those 
alignments. New York, Japan, the Demo- 
crats and Republicans, the Pentagon, Texas 
and the Mafia are obvious examples. OPEC 
is another strong group, but if you own it, 
its potential power will make your foes 
paranoid. 

Good Plots: Anything that permanently 
boosts Power. NWOS that are good for several 
of the Groups you have — like Bigger Business 
if you have several Corporate groups, or Law 
and Order if you have Straights and 
Conservatives. Privileged Attack, to give oppo- 
nents an extra nasty surprise. 

Good Resources: Power builders like the 
Hidden City, Book of Kells, Cyborg Soldiers, 
Midas Mill, Clipper Chip and Necronomicon. 

Goal Cards: Either The Corporate Masters or 
Criminal Overlords will work well with groups 
that you're likely to have anyway. 

Degenerate deck: High-powered groups 
and Power boosters! 


Opposing Bavaria 

Good luck! The Bavarian Illuminati have no 
particular weak point. Your best bet is to 
watch them carefully, playing on the other 
Illuminati's fear of the Bavarian power and 
abilities. Together you may be able to bring 
them down, or at least keep them too weak to 
win. 

In a two-player game, “weak” Discordia 
can often beat Bavaria, if Bavaria relies on the 
Government cards that Discordia is immune 
to. And if you know that someone else will 
take Bavaria in a multi-player game, Discordia 
or Shangri-La is a good choice for you, 
because Bavaria will probably attack an easier 
target. 

Cards to use against Bavaria: Interference 
and the Frog God — and sometimes the 
Religious Reich — will let you interfere with his 
privileged attacks. Deep Agent, Israel and the 
Moonies will let you interfere and remove his 
privilege. And Prince Charles, with his conta- 
gious immunity to privilege, makes a great 
shield against Bavaria. 

Angst will mess up his powerful groups. 

The NWO cards Energy Crisis and Don't 
Forget to Smash the State both hurt the groups 
Bavaria is likely to depend on. And since 
they're different colors, they can be in play at 
the same time! 
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44 A Illuminati 


Power: 8/8 


Goals and Ability: Bermuda's special goal is 
to control a total Power of at least 35, count- 
ing Bermuda's own Power, and at least one 
group of each alignment. Á group with more 
than one alignment counts for all its align- 
ments. You have the special ability to reorga- 
nize your groups freely at the end of your turn. 

Playing Bermuda: Never, ever forget to reor- 
ganize! Because you can reorganize freely, you 
are free to make important captures with any 
group you want — and then move the new 
puppet before you knock, bringing it closer to 
your Illuminati or going for a perfect match 
between master and puppet alignments. 

The Triangle is the most likely of all the 
Illuminati to benefit from making a deal. Keep 
your lines of communication open, and try to 
keep some spare Plots and Groups around to 
improve your bargaining position. 

Two-player strategy: Your special goal is 
harder to achieve in head-to-head play. One 
way to compensate is to build a strong, 
aggressive deck oriented toward some other 
goal, relying on your special ability for defense, 

Multi-player strategy: There are a lot more 
groups out there .... . more potential targets if 
you need to steal alignments somewhere else, 
Look for vulnerable “trees” of groups that will 
let you grab several alignments at once, There 
are also more targets for your opponents; if you 
always reorganize and never look vulnerable, 
they may attack elsewhere, 

Inevitably, your foes will keep count of your 
alignments. Íf you can get them sufficiently 
focused on this, they might not look for a win 
from another direction. 

Beware: Losing the only group in your whole 
deck that has a rare alignment like Peaceful or 
Fanatic. And don't get so busy counting align- 
ments that you overlook another win! 

Power gaming: Grab lots of high-power, 
multi-alignment groups, and never look back, 
Use alignment-changing Plots to hammer your 
puppets into the shape you choose. 

Subtlety: Several of your best groups are 
Violent. If you destroy some enemy groups 
early in the game, you could set yourself up for 
a surprise win with Up Against the Wall or The 
Hand of Madness. Or how about a shared vic- 
tory with someone who can give you two or 
three alignments at once? 


Deck Building 


Key Groups: Powerful groups with multiple 
alignments are your keystones. New York 
(Violent, Criminal, Government), California 
(Weird, Liberal, Government), Texas (Violent, 
Conservative, Government) and Pentagon 


(Straight, Violent, Government) are obvious. 
Less obvious but still good are Canada 
(Peaceful, Liberal, Government) and W.1.T.C.H. 
(Fanatic, Weird, Violent). Note that all but one 
of these are Government cards; you'll want 
some good Government-friendly Plots. 

Weak multi-alignment groups include Local 
Police Departments, Manuel Noriega, Princess 
Di, Moral Minority, Survivalists, Margaret 
Thatcher, and the proverbial Semiconscious 
Liberation Army (four alignments at once!). 

Groups valuable for their abilties include the 
Gay Activists, the Pollsters and anything with Global 
Power (because with so many alignments, you may 
have trouble combining your best groups' attacks). 

Good Plots: Media Connections and Hidden 
Influence will help your disparate groups work 
together. You're likely to have lots of strong 
Places and Governments, so make sure you 
have cards that will protect and empower 
them. And put a few extra “generally good” 
Plots in your deck, to help fuel trades. 

There is a whole family of Plots that lets you 
add or reverse an alignment. Properly used, 
these are a great way to get an alignment you 
need. Adding is far cheaper than reversing, 
and usually just as good. 

Good Resources: The Orbital Mind Control 
Lasers, of course! (Have Cover of Darkness or 
Deasil Engine on hand to protect them, or to 
destroy them if someone else gets them.) And 
the Midas Mill can give Global Power to a key 
Coastal Place (like New York, California or Texas). 

Goal Cards: Up Against the Wall and The 
Hand of Madness. 

Degenerate deck: Multi-alignment Group 
cards, with multiple copies of each. 


Opposing Bermuda 

Pick one relatively rare alignment, like 
Peaceful or Weird, and make sure that none are 
available. 1f Bermuda gets one anyway, nuke it. 
The Discordians will happily help you keep the 
Weird groups out of circulation, but don't let 
them get too far with it! 

Bermuda lusts after the Orbital Mind Control 
Lasers. You must keep them out of his hands. 

In general, watch the Bermuda Triangle 
closely, but don't just focus on how many align- 
ments he has. Look at which ones he still needs. 
If he is still trying for a Peaceful group, he can be 
stopped. But if all he needs is a Violent group, 
look out! There are Violent groups everywhere, 
and many of them are fairly easy to capture. 

Cards to use against Bermuda: The align- 
ment-changers he wants, like the Orbital Mind 
Control Lasers and the Gay Activists, are equal- 
ly powerful against him. if he gets the Lasers, 
destroy them with a Deasil Engine or Suicide 
Squad. And Backlash will undo any change 
made by a Plot card. 
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46 A Illuminati 


Power: 7/7 


Goals and Ability: Your special Goal is to 
spread weirdness and bring it under your banner. 
Any Weird group with a Power of 3 or more 
counts double toward your total number of 
groups controlled. Conveniently, you have a +4 
on any attempt to control Weird groups. Your 
chaotic nature makes your Power Structure 
immune to attacks from Government or Straight 
groups, and to all special abilities of these groups. 

Playing Discordia: Your special powers are 
of no use offensively, and your Power is low. 
But hang in there! The other Illuminati aren't 
likely to see you as a threat, Enlarge your Power 
Structure gradually, picking up Weird groups 
when you can. But get a few strong groups 
with two or three control arrows, regardless of 
alignment, because few of your Weird groups 
will have any control arrows at all. 

To reinforce your “harmless” image, you 
should always be willing to negotiate, By the time 
your foes see you as a threat, you should be able 
to deal with them... . and when they attack, they 
will have to do it without some of their most pow- 
erful groups, because Straight and Government 
groups cannot affect you in any way. 

Two-player strategy: Your opponent knows 
he has to fight you, because there's nobody else 
at the table. But if you can get him to take you a 
bit less seriously, nodding in chagrin as he plays 
his muscle cards, you may be able to surprise 
him. And if you see he has a degenerate deck 
with just a few Groups, bring out the Society for 
Creative Anarchism early and ruin his day. 

Multi-player strategy: Be inoffensive, weird, 
harmless Discordia, just playing for fun, picking 
up the groups nobody else wants. Watch care- 
fully to make sure nobody “accidentally” uses 
a Government or Straight group against you. If 
you can pick up a couple more groups that 
make you immune to various things 
(Stonehenge, for instance), you can make it 
very hard to attack you at all! See “U Can't 
Touch This,” p. 40. 

Beware: Don't make waves. Strong attacks 
from the groups you're not immune to can 
carve you up like an apple. 

Power gaming: Seriously, Discordia is not a 
good choice for the power gamer; if all you 
want to do is build the Killer Deck from Hell, try 
Zurich or Bavaria. Discordia is for negotiators. 

Subtlety: Though Straight and Government 
groups can't hurt you, there's no rule against 
you controlling them. But some people may 
assume you can't. Boy, will they be surprised. 

Nobody expects Discordia to play a muscle 
deck, and for good reason. If you can bring some 
brute force to bear when everyone is expecting 
subtlety, that's really subtle. But it's also hard. 


Deck Building 


A Discordian deck is basically a Weird deck. 
Hail Eris! 

Key Groups: There are no really strong Weird 
groups except California, but you can do well 
by basing your deck around strong non-Weirds. 
You can make them Weird if you really want to. 

Several Weird groups give useful bonuses to 
control other Weird groups. Check out the 
Comic Books, S.M.O.F,, and Science Fiction Fans. 
And Italy is a relatively obscure group with an 
ability you'll find handy, especially if you can 
increase its Power! 
ook through the Weird groups for special 
abilities you like. 1's a good idea to have one or 
wo Weird groups with low Resistance waiting 
in your hand, so if you see a chance for a win 
you can have some easy takeovers. 

Good Plots: Power boosters are handy for 
you, since so many of your cards are intrinsi- 
cally weak. Unfortunately, the power booster 
for Weirds, The Weird Turn Pro, is also weak; 
unlike the other PBs, it increases Power only to 
4, So get the PBs for other alignments shared 
by your Weird cards. And few NWOS affect 
Weirds, so have fun with them! 

Good Resources: The Principia Discordia, of 
coursel The Orbital Mind Control Lasers can make 
any group Weird when you really need it. The 
Center for Weird Studies is useful and fits your 
theme, while the Midas Mill, Book of Kells and/or 
Hidden City will strengthen your Illuminati. 

¡Goal Cards: Goals are best when they're unex- 
pected . ... If you don't think you can get three 
Weird groups with a power of 3 or more, The 
Corporate Masters or Criminal Overlords can let 
some of your other strong groups count double. 

Degenerate deck: Only a degenerate would 
play Discordia anyway. 


Opposing Discordia 

The few Weird groups with real power are 
very valuable to Discordia. Destroy them or 
take them over yourself. Don't let them get 
alignment-changing resources like the Orbital 
Mind Control Lasers. And watch out for weird 
special abilities; those little Power 1 and 2 
groups conceal some nasty talents. 

Cards to use against Discordia: The Mafia, 
Clone Arrangers, Democrats, Republicans, 
Phone Company, Vatican City and CFL-AIO, all of 
which are very strong and neither Straight nor 
Government, are good tools to use against the 
Discordians. Or, if you have the ability to change 
alignments, even temporarily, you can remove 
(for instance) the Government alignment from 
New York, and strike from an unexpected angle. 

Gordo Remora, the Punk Rockers and the 
Deprogrammers have special powers against 
Weird groups. 
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48 A Illuminati 


>awer: 9/9 


Goals and Ability: Your special goal is to rule 
¡he world's banks and megacorporations; any 
Corporate group or Bank with a Power of 4 or 
more counts double toward your total number 
of groups controlled. Complex schemes are 
sasy for you. You may hold 6 Plot cards in your 
hand, rather than the usual 5. You have a +4 on 
any attempt to control any Bank. 

Playing Zurich: The strong Corporate 
groups and Banks are easy for you to take, add 
directly to your power, and count toward your 
special goal. That makes your basic game plan | 
obvious. But your rivals know that, too. The 
psychology of your game is important if you 
have more than one foe, 

Two-player strategy: Try to grow faster than 
your foe. If you can bring out a few strong 
groups early in the game, you can start direct 
hostilities immediately, and smash him as soon 
as it's legal. 

Multi-player strategy: Like Bavaria, you 
should do your best to keep a low profile, Try 
to make at least one alliance. 

Beware: Coalitions created to destroy you. 
New World Orders aimed just at you. 

Power gaming: Under the Limited Edition - 
ules, Zurich was the power deck. Version 1.1 
tones this down a bit, but Zurich is supposed - 
to be strong, and still is. Pull out those big 
Corporate groups and the 1.R.S., and club your 
f0es to death. 

Subtlety: In a normal multi-player game, 
you'll be one of the big guns, so everyone will | 
expect you to “stomp” occasionally, just 
because you can. What if you give token aid to 
every attempt to destroy a rival Illuminati, and 
then expose the Fratricide goal? 


Deck Building 

Key Groups: Anything strong is good; 
strong Bank or Corporate groups are doubly 
good. Remember that you get a bonus to 
control Banks. The IRS, Wall Street, Federal 
Reserve, Multinational Oil Companies, Bank of 
England, Madison Avenue, and Tobacco 
Companies head the list. 

The Savings and Loans give you a useful 
bonus. The Pentagon will let you draw extra 
Plots. Keep Switzerland in your hand, for an 
easy emergency takeover. H 

You already have one extra Plot card in your 
hand, compared to your rivals. Push the advan- 
tage further by controlling Texas or the 
Conspiracy Theorists. 

For a really powerful combination that can 
be adapted to any multi-arrow Corporate 
group, see the “Wall Street Travel Agency,” 
Under Places, p. 39. 


Good Plots: Properly timed, Military- 
Industrial Complex can help you, though you 
should hold back another yellow NWO to get 
rid of it when you're ready . . . Don't Forget to 
Smash the State will upset any foe who was 
depending too heavily on Government groups. 
Currency Speculation, Stock Split, Bank Merger, 
Monopoly and Privatization all belong in your 
deck. Chicken in Every Pot will boost your Banks” 
Power. Tax Breaks will help you; if you control 
the IRS, as you should, so will Tax Reform. And 
if the Lawyers come up against you, what's the 
first thing to do? Right. 

Good Resources: There are none that are 


- especially good for Zurich; you could play a 


credible no-Resource deck. On the other hand, 
Midas Mill fits the theme and is very useful. 
Perpetual Motion Machine, Book of Kells and 
Hidden City are never bad to have, and 
Xanadu will help you protect your best groups 
from scheming agents. And if you have extra 
Plots in your hand of six, the Center for Weird 
Studies will let you burn them to good effect, 

Goal Cards: An obvious one is Up Against 
the Wall — it requires you to destroy Govern- 
ment groups, which is easy with a powerful 
Corporate structure. Power For lts Own Sake is 
workable, too. 

Degenerate deck: Fill it with big Banks and 
Corporate groups and power-boosters. 


Opposing Zurich 

Since Zurich is one of the more powerful 
groups, it's not hard to raise paranoia against 
them in a multi-player game. Do it. But be sure 
you don't leave any vulnerable groups in your 
own Power Structure, or they may give you 
something to be paranoid about. 

It's worthwhile to have a Zurich “agent” 


card in your Plot deck if you know you're up 


against the Gnomes, and since some of their 
key groups are very predictable, you can dupli- 
cate them in your own deck and try to sand- 
bag him after he plays them. Or just control 
them first, 

Cards to use against the Gnomes: If they don't 


- control the CFL-AIO, it's a powerful weapon 


against them. The special abilities of the B.A.T.F, 
Eco-Guerrillas, Robot Sea Monsters, Imelda 
Marcos, Jimmy Hoffa, and the Lawyers are good 
against the Gnomes. 

Plots to hinder Zurich would include Market 
Manipulation, Nationalization, and the NWO 
Energy Crisis. 

The NWO Military-Industrial Complex is a 
special case. Played at the right time, it can 
hurt Zurich, because his special Corporate- 
helping Plots will become worthless. But while 
this NWO is in effect, Zurich effectively has a 
lot of strong Government groups, and he can 
turn this to advantage! 
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50 A Illuminati 


Power: 7/7 


Goals and Ability: Your goal is to collect the 
magical treasures of antiquity; each Magic : 


Resource you own counts as one group con- 
trolled. Your mystic powers protect your most 
faithful servants. If you fail an Attack to Control 
against a Group from your own hand, you do 
not lose the group . . . just return the card to 
your hand. You also have a +6 on any attempt 
to control or destroy any Magic group. 
Playing the Adepts: Take advantage of your 
special ability. When you can't make a good 


attack, try a long-odds control attempt against ¿ 
a group from your own hand. If you miss, it : 
just goes back to your hand. This makes it safer ¿ 


to spend your automatic takeovers on those 


Resources you lust after . .. Most Magic groups + 


are easy targets for you, thanks to your bonus. 


Two-player strategy: Have a deck full of: 
Magic Resources and get them out there, Keep 


your Power Structure small and tight. But don't 
miss a chance to hack at your rival; if you stay 
completely ¡solationist, he may grow faster 
than you. 

Multi-player strategy: Scream like a wound- 
ed bureaucrat whenever anyone else plays a 
Magic Resource; demand compensation for 
the injury. Join any coalition against Cthulhu 
(who is a competitor for your Resources) or 
Bavaria and Zurich (just because they're dan- 
gerous). Try to focus attention on the “big 
guys” while staying ahead of the others, 

Beware: Cards that steal or destroy your 
Resources! And if there is another Hermes player, 
he's competing for those Resources; destroy him. 

Power gaming: A power-Hermes deck 
might depend on those Magic Resources that 
allow heavy-duty attacks, like Necronomicon, 
Book of Kells, Hammer of Thor and Spear of 
Longinus. 

Subtlety: If you've got a half-dozen Magic 
Resources on the table, everyone will assume 
you're going for that win. Surprise them. Pick 
another goal, and deploy only those Resources 
that help you go for it. 


Deck Building 


Key Groups: Since you have such a bonus to 
take Magic groups, you might as well. None 
are very powerful (Stonehenge at 3/3, 
W..T.C.H. at 3/2, and the Templars at 3 are the 
best), but you can always boost their Power if 
need be. Count Dracula will help you protect 
your Magic Resources, if you protect him! 

Good Plots: You want Resource-related 
Plots, to help you get them and protect them. 
Forgery, Deasil Engine and The Stars are Right 
are all useful; so is Cover of Darkness. 

You also want Plots that are good for your 
Magic groups (see p. 38). 


Good Resources: Any Magic Resource 
counts as a controlled group for Hermes, and 
any of the 13 will do well in your deck! 
However, some are especially good for you. 
The Book of Kells, Necronomicon and Death 
Mask have valuable powers directly linked to 
Magic groups, and the Holy Grail — if you can 
get it — will protect Stonehenge for you. 

The Flying Saucer is great for Hermes, if you 
can get it, since it will help bring more 


¿ Resources out. And the Library at Alexandria 


will help you control Magic groups, adding to 
your already-huge bonus. 

Warehouse 23 may actually be a bad idea 
for you. Your foes will have to assume that 
everything it contains is Magic, and that will 
make them paranoid, On the other hand, you 
can put it in your deck . ... and if you draw it, 
use its free-choice takeover to bring out the 
Flying Saucer. Then trade the Warehouse to 
someone elsel 

Goal Cards: Properly deployed, Hail Eris, 
The Corporate Masters or Criminal Overlords can 
let up to three of your groups count double, 
That, plus your ability to count Magic 
Resources as groups, could give you a win with 
only a few groups on the table! 

Degenerate deck: 1's hard to build a degen- 
erate Hermes deck; you could collect Frog 
Gods (the only Magic Resource which is not 
Unique), but then any Place you own will be 
vulnerable to a disastrous Rain of Frogs. You 
might take several copies of The Stars are Right, 
but powering them is expensive! 


Opposing the Adepts 

Hermes usually depends on his Magical 
Resources. Take them away, and there's not 
much left. If you can hoard the right Plots, you 
can wreck his day very rapidly. 

Cards to use against Hermes: Destroy his 
precious Resources with Counterspell, Deasil 
Engine, The Weak Link, the Suicide Squad, and 
Hex. Or steal them away with Forgery and Cover 
of Darkness. 

If you control Stonehenge, none of his 
magical goodies can affect you! 
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Power: 8/8 


Goals and Ability: As the Illuminated mas- 
ters of technology, your whole purpose in life is 
to control the net and everything connected to 
it. Any Computer group with a Power of 3 or 
more counts double toward your total number 
of groups controlled. You start your turn by 
drawing two Plot cards, rather than one, 
Playing the Network: You have an early- 


game advantage (drawing two Plots every turn + 


gets you off to a strong start) and an endgame 


advantage (there are lots of groups that can | 


count double for you). 


There are lots of cards that give bonuses to : 


control Computer groups. A simple, effective 
strategy is just to start grabbing these. By the 


midgame, you should be able to control | 


Computer groups from your hand without using 


your automatic takeover, and still keep most of : 


your Action tokens for attack or defense. 


Two-player strategy: Your ability to start a turn 
by drawing two Plots offers a quick start; don't | 


blow it, Later in the game, your foe will have lots 
of Plots of his own, unless you smash him quickly. 

Multi-player strategy: Don't be obviously 
aggressive, unless you get something specific 
and valuable out of it... 
game, aggression for its own sake won't help 


you, Since you are drawing a lot of Plots, | 


you're in a good position to make deals. 

Beware: Attacks against your Plots deck. 
Other Network players going for the same 
groups you want. 


Power gaming: This is a good group for: 


power gamers. Download those high-tech 
heavies and go for the gold. When you have 


enough bonuses to control Computer groups, : 


you can start taking them away from othe 
players, puppets and all. 

Subtlety: A sneaky Network would stack up 
all those Computer bonuses without making 
big deal about them, and throw them all into 


an unexpected and (if possible) privileged 
strike at a key Computer group owned by a 
rival. Remember, an “any attack” bonus: 


becomes effective the moment you add the 
group to your Power Structure, 
A really sneaky Network might hold some 


special abilities in reserve, so no one will think : 
about them, and use them just once for a win, : 


Imagine using the Phone Phreaks to move a 
whole arm of an enemy Power Structure to 


some ridiculous place, and then snipping it off! : 


Deck Building 


Key Groups: You have a lot of Computer 
groups to choose from. Powerful ones include 
Japan, N.S.A., E.EF, Phone Company, Post 


Office and Silicon Valley. Note also that Silicon : 


in a multi-player : 


3 Valley, Finland, Phone Phreaks, Wargamers, 


Video Games and Hackers each gives a bonus 
to control other Computer groups. (So do 
Science Fiction Fans, though they're not them- 
selves a Computer group.) 

The Video Games and Phone Phreaks have 
such good bonuses and special abilities that, even 
with weak Power, either is a good lead puppet! 

Good Plots: Everything else being equal, 
you can run through 5 to 10 extra Plots in the 
course of a game; be sure you don't run out. 
You may want more than one Infobahn card. 

And there are several good Plots that are pow- 
ered by Computer actions, including The Auditor 
Irom Hell, The Internet Worm, Computer Virus, 
Computer Security, and The Weak Link. (And Logic 
Bomb fits the theme, and is quite handy,) 

If you have a Magic group to power its 
actions, Crop Circles is very handy for you, since 
it will let you go through your Plots deck and 
pick out both the Plots you start the turn with 
(and any others you choose to draw at the 
same time). 

Good Resources: Eliza was made for you. 
The Library at Alexandria gives a good bonus. 


¿The Clipper Chip isn't any better for Computer 


groups than any others, but it fits the theme, 
Goal Cards: You should have no trouble 
getting three strong Computer groups, which 
is the most that you can count double, To be 
useful, then, a Goal card has to let you come at 
a victory from an unexpected direction. Power 
For lts Own Sake might do, if you have enough 
really strong groups. Or bring in a selection of 
the “destroy/control” Goals, pick a fight with a 
rival whose Power Structure is strong in the 
appropriate alignment, and destroy several of 
his groups under the guise of a feud. 
Degenerate deck: You can get moderately 
degenerate by loading up on Infobahn and 
Computer Security cards, though the latter is only 
good for defense and therefore not too disgusting. 


Opposing the Network 
It's not safe to own a Computer group 

when you're playing against a well-developed 

Network power structure. If the Network really 


3 wants it, it's gone. 


The Network uses up lots of Plots.... . a Plot 
Killer strategy (p. 40) can make him uncom- 
fortable. And, anticipating that he'll depend on 
Japan and Silicon Valley, you may want to stock 
up on appropriate Disasters. 

Cards to use against the Network: If you can 
get the Hackers and Phone Phreaks first, use 


them Or get the Clipper Chip to be immune to 


his Phone Phreaks. The Rifkinites are good 
against Computer groups. And if you have a 
Computer group of your own, Computer 
Security can ruin the Network's day. (Yes, one 
Computer Security can negate another one.) 
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Power: 9/9 


Goals and Ability: For every group you 
destroy, reduce by 1 the number you need to 
control in order to win. You may also count 


rival Illuminati which you destroy by removing + 


their last group. If you destroy 8 groups, you 
win, regardless of how many you control! 

You live to destroy, and you're good at it. 
You have a +4 on any attempt to destroy, even 
with Disasters and Assassinations. Draw a Plot 
card whenever you destroy a group! 

Playing Cthulhu: Whenever the other players 
want a group destroyed (especially early in the 
game, when your victory condition is far away 
and you don't look dangerous), offer to do their 
dirty work for them, If they will help with the 
destruction, so much the better! And, if you have 
a chance to eliminate another player entirely, the 
rest of the Illuminati will probably help you, even 
though the destruction counts toward your own 
victory conditions. After all, knocking someone 
out oí the game helps everyone else, 

Take over a few weak groups instead of 
destroying them; you can use their abilities 
during the game, and later, when you need 
more victims, there they are . The 
Underground Newspapers, Secret Service and 
Robot Sea Monsters are candidates, 

Don't forget your free Plot card when you 
destroy a group! 

Two-player strategy: Build up a few strong 
cards before you start destroying. Then kill, kill, 
kill. Try to knock off your foe before he can 
even get established. Laugh nastily. 

Multi-player strategy: A game with several 


players is good for Cthulhu, too; the phrase is 


“target-rich environment,” There will always be 
Places to hit with Disasters, Personalities to 


assassinate, and weak groups to destroy. Aim 


your destruction at whichever player is the 
biggest threat, so your foes will reluctantly allow 
you to get away with it. If you need to kill one 
more group, a privileged attack against one of 
your own groups is often the way to do it. 

Beware: the hatred of the petty mortals 
who will combine against you. Also beware the 
temptation to destroy “too many groups 
instead of building up a solid Power Structure, 
And don't pig out on Resources; there are 
more good ones than you can afford to own. 

Power gaming: Control a few strong groups. 

Subtlety: A semi-subtle Cthulhu trick is to 
volunteer to help destroy the groups that 
everyone agrees need destroying — like the 
IRS. This only works early in the game. 

Keep your rivals focused on the number of 
groups you have destroyed. Perhaps they will 
overlook the fact that your strong Power 
Structure can also attack to control. Perhaps 
they'll be sorry... . 


+ Blitz, 


¡ Deck Building 


Key Groups: You need groups with power 
. . . alignment doesn't matter much. Also use- 


: ful are those groups that give you a general 


bonus to destroy (like the Cycle Gangs, Urban 
Gangs, and Semiconscious Liberation Army). 


| But groups with equivalent Global Power are 
* more flexible, and don't look as dangerous. 


Groups with high Power and destructive 


* abilíties include the Mafia, C.I.A., CFL-AIO, and 


F.B.I. The Fiendish Fluoridators and Clone 


' Arrangers are good for you, too, and you don't 


want someone else getting them! 
If you know Discordia will be in the game, 


bring the Deprogrammers and Gordo Remora. If 


you're facing Shangri-La, bring the KK. Dinosaur 
Park will help you mobilize attacks against Zurich. 

Good Plots: For a multi-player game, bring a 
variety of Disasters and Assassinations. Go lighter 
in a two-player game unless you know you're 
facing a Place or Personality deck; otherwise you 


' may have no targets. Other disastrous Plots 
¡ include World War Three, Annual Convention, 


Combined Disasters, and Revolution. Plots that 


* can help destroy Personalities include Bimbo at 


Eleven, The Second Bullet and Spasm of Violence. 
Good Resources: The Necronomicon, of course, 


¿ and Cyborg Soldiers! Other destructive Resources 
: are the Hammer of Thor, Spear of Longinus, Hitler's 


Brain, Weather Satellite, Hallucinations, Rogue 
Boomer and Earthquake Projector. 
Goal Cards: Any of the “destroy x groups, con- 


3 trol y groups” Goals can work if your kills start to 
3 fallinto a pattern. Fratricide is also a natural for you. 


Degenerate deck; One that contains just a few 
powerful Disasters repeated many times. (But eas- 
ily defeated: your rivals will stop playing Places.) 


Opposing Cthulhu 

Start while he's small; when he gets powerful, 
it will be too late for anything but luck to help 
you. One strategy is to deny him targets. Go very 
light on Places and Personalities when Cthulhu is 
around, unless you're sure you can protect them. 
And if a rival has a weak group, destroy it your- 
self before the Servants can get to it. 

Alternatively, you can conspire with the 
other players to deliberately leave low-power 


¿groups vulnerable, If Cthulhu spends his first 
* few turns gleefully killing small fry, he won't be 


building up his Power Structure . . . and he can 


' be smashed by a concerted attack on the 
: fourth or fifth turn, just when he thinks victory 


is within his tentacles. 

Cards to use against Cthulhu: Things that 
“un-destroy” the groups he's killed, like Media 
Counter-Revolution,  Impostor, Clone 
Arrangers and Clone. Anything that protects 
against Disasters and Assassinations is worth- 
while, too. 
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"hey are the mystics, the students of 

Tre Born and perfected in the pure alr 

of their mountaintop retreats, Shangri- 

La's plans span many generations. Alone among 
the Mluminati, they truly want what is best for 
the world, rather than selfish power » + 0F 50 
they say. 

Their signs are the sapphire ymboliaihg" 
' peace) and the swan (which represents 
destruction of evil). 


' 
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Power: 7/7 


Goals and Ability: Your goal is to spread : 
world peace by any means. You win when ¿ 


Peaceful groups with a total Power of 30 are in 
play, regardless of who controls them! If this hap- 
pens, all Shangri-La players share the victory. 
Your mystic defenses are strong. Any group 
in your Power Structure has an extra +5 to 
defend against any attack, even Instant attacks. 
However, you have one important limitation: 


you cannot destroy any groups except Violent ; 
ones. You are permitted to take away the last : 


group of rival Illuminati, even if it destroys 
them. 

Playing Shangri-La: Act wise and harmless 
Offer agreements and keep most of them. 
Offer shared victories . . . whether you mean it 
is up to you. 


butif someone else gets it first, it still counts for 
your victory, and its owner is likely to fight hard 
to defend it, too, 

Though it's true you can only destroy 
Violent groups, there are ways around that. A 


destroyed. Or you can come to an understand- 
ing with Cthulhu. ... 

Two-player strategy: Your special goal is dif- 
ficult in a two-player game unless you supply 
all the Peaceful groups. Play cautiously, make 
yourself hard to hurt, and go for a regular vic- 
tory. 


Multi-player strategy: Your alllaround 


paying attention to the number of Peaceful 


groups they own, you might use the Peace in ¿ 


Our Time NWO card and jump to a win. The 
Gay Activists, the Mind Control Lasers, and sev- 
eral other cards can also turn groups Peaceful, 
no matter who owns them . ... 

Beware: Whenever there's another Shangri: 
La player — let alone more than one — every- 
one else will assume you're scheming to share 
the win. And, of course, you should be. 

A rival who is serious about it can make 
your special goal impossible by systematically 
destroying Peaceful groups. 

Power gaming: Charge forward, smashing 
Violent groups and turning others Peaceful. 


cooperate with other Shangri-Las to share a 
victory. 

Subtlety: The subtle Shangri-La player will 
work with other Shangri-Las on the surface, 
while looking for ways to grab the victory for 
himself. The Kill for Peace Goal offers one 
means. 


: Deck Building 


Key Groups: Japan is your obvious lead pup- 
pet — maybe too obvious. Protect it well. The 
Vatican City is very good for you and very bad 
in the hands of your foes. The Red Cross is 
good in its own right, and better when you 


3 have those Places to protect. And the Supreme 


Court is very useful! 

If you can get both Elvis and the Church of 
Elvis into play, you're a quarter of the way to 
victory right there. 

The KKK is such a very bad enemy that you 
may want its card in your deck just to give you 


i agents to destroy it. 


Good Plots: The NWO Peace in Our Time is 
very good for you. Nobel Peace Prize will boost 
the Power of any Peaceful group to 6... 
maybe one of your rivals will let you play it on 


3 a weak Peaceful group that he owns. Cards like 
Protect peaceful groups, no matter who has ¿ 


them. Sure, you would like to have Japan . .... + 


that are one per player, not one per game, so 
you could also play a copy on a group you own 
— the Goldfish Fanciers, for instance. Don't 
forget Flower Power and Kinder and Gentler . ... 
And if you control a couple of peaceful 
Churches, you may want to declare one of 


nt gro your Personalities the Messiah! 
truly irritating group can be made Violent and : 


Good Resources: The Angel's Feather is a 
clear choice, The Orbital Mind Control Lasers 
can help you pacify a group at a key moment, 
and the Holy Grail will protect Japan from 


¿ Disasters. 


Goal Cards: Beyond a doubt, Kill for Peace. 
Degenerate deck: Duplicates of the best 
Peaceful groups, and lots of Nobel Peace Prize 


? ¿and Martyrs. 
defense bonus will usually mean that you're not. + . 


the most attractive target for someone who's : 
just trying to steal a group. If your rivals aren't : 


= 


Opposing Shangri-La 


If they start destroying Violent groups, just 
assume they have the Goal Kill for Peace. 

Do not let them control the Gay Activists or 
the Orbital Mind Control Lasers . . . control 
them yourself in case you need to break up a 
victory. 

Cards to use against Shangri-La: If you own 


The no-bralner Shangri-La. strategy is to | Vatican City, their Peaceful groups can't attack 


you. If you can't get the Vatican, Princess Di 


¿ gives a more limited protection. The KKK, on 


the other hand, is great for attacking them. 
Assertiveness Training can turn their Peaceful 
groups Violent. 
The Goal The Hand of Madness can give you 


a victory for trashing Shangri-La's groups. 


llluminati A 57 


they creatures from ae Ach, or 
human super 
These may be E most elusive of. 
Mirta Their aims are shrouded in 


Power: 6/6, twice. 


Goals and Ability: What are your Goals? No 
one knows but you. You can have up to 3 dif- 
ferent Goal cards in your hand, and win with 
any of them. 

You're everywhere at once. The UFOs have 
Iwo actions per turn — you get two tokens! 
These may not be used in the same attack. 

Playing the UFOs: Your biggest advantage is 
that your opponents don't know what you're try- 
ing to do. Keep them guessing! Destroy a group 
or two to make them wonder if that's your pur- 
pose (and to keep the real Cthulhu from getting 
them). Powerful groups are always useful; when 
you control a few of them, you might be after 
Power For lts Own Sake. Take over a couple of 
Weird groups, and you've made Discordia's life 
miserable . . . are you hiding Hail Eris!? And so on. 

Since you get two Illuminati tokens per tum, 
you can make much freer use of the Plots that 
require an luminati token. If you decide to attack, 
rather than acting directly, you may want to let 
the UFOs aid twice a turn, adding their power to 
that of other powerful groups in your control. 

Keep your Goals buried in your deck, if you 
can, until late in the game, Not only do they 
take up space in your hand that could be 
devoted to active Plots, but there's always the 
chance they could be exposed or even lost! 

Two-player strategy: Pick a Goal that you fulfill 
by becoming powerful (Power For lts Own Sake) or 
by attacking the foe, if you know who they!ll be 
(The Hand of Madness if you're up against Shangri- 
La, for instance). Then go for blood. 

Multi-player strategy: Pick a modest lead pup- 
pet — go for a useful Special Ability rather than 
rampant Power — and let your goal(s) determine 
your strategy. Try not to be too obvious about it. 

Beware: If your Goals are exposed early, you 
can lose them. 

Power gaming: If you want to play rough, 
take Power For lts Own Sake and clone Bavaria. 

If you convince your foes that they know 
what Goal you're going toward, they'Il feel less 
paranoid. And if they're wrong, so much the 
better. One good way to do this is to put an 
entirely irrelevant Goal in your hand, Let it be 
exposed early. Then protect it fanatically ... . 
whether you're trying to fulfill it or not. 


Deck Building 


Your deck choices depend mostly on your 
chosen goals. Still, there are a few things you 
can do to hide and protect those Goals and 
take advantage of your special abilities: 

Key Groups: The Rosicrucians will make it 
easy for you to hide your Goals in your deck 
until you need them. Fidel Castro will protect a 
Goal for you. The Nuclear Power Companies 


will let you cancel actions aimed at exposing 
your Plots, but for your purposes, MI-S is just as 
good and more flexible. 

Texas and the Conspiracy Theorists will 
each let you hold one more Plot, which is good 
for anyone but especially good for you. 

Good Plots: Crop Circles will let you choose a 
card from your deck. Double-Cross will defeat a 
Plot to spy on your hidden Plots. And if your 
Goal involves destroying cards of one align- 
ment, Rewriting History will drive your foes mad. 

In general, Plot cards that require an 
Illuminati action are very tasty for you, because 
the UFOs have Illuminati actions to burn! 

Good Resources: Midas Mill, Book of Kells 
and Hidden City are especially good for you, 
because an Illuminati power boost helps you 
twice per turn. And Perpetual Motion Machine 
will give you another Action token for your 
Illuminati. If you can make trouble with two 
actions per turn, what can you do with three? 

The Shroud of Turin and Crystal Skull give 
you other ways to draw the Plots you need 
when you need them. Other than that, grab 
Resources to fit your Goals. 

Goal Cards: Take several! But it's best to 
pick Goals that have somewhat similar condi- 
tions. For instance, you can design a deck for 
destruction and take any or all of Fratricide, The 
Hand of Madness, Kill for Peace, Let Them Eat 
Cake, Power to the People and Up Against the 
Wall. You can only have three of these in your 
hand at once, but that should be enough. 

In the same spirit, you can build a Violent 
deck and take the Goals Criminal Overlords, The 
Hand of Madness and Up Against the Wall. With 
several strong Violent cards in your hand, you 
should be able to achieve one of these! 

Degenerate deck: Depends entirely on your 
chosen Goals, though you can hardly have too 
many Double-Cross. 


Opposing the UFOs 

Watch carefully, and never miss a chance to 
expose Plots. If you see that the UFOS are very 
close to any Goal, assume the worst. 

A Plot Killer deck can steal his Goals before 
he even sees them. 

Cards to use against the UFOs: Make him 
expose his plots with the Cattle Mutilators, 
George the Janitor, Mutual Betrayal or the Phone 
Company. Then use the Templars or Foiled! to 
make him discard one, or Nice Idea. It's Mine 
Now to steal one! 

Or use The Auditor from Hell, Agent In Place 
or Logic Bomb to look at all his hidden Plots and 
pick one for him to losel 

Note that 184 Minute Gap cannot negate a 
Goal that has just been revealed for the win; 
the card has not been “played.” 
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Power 3, Resistance 4 

The A.M.A. has +5 for a direct attack on any Science 

p, or gives a +5 bonus when it uses its Power to aid any 
Science group against an attempt to control or destroy. 


Has +8 for direct control of any Green group. 


Liberal, Governme. 


60 A Groups 


¡puter, Green 


Power 1, Resistance 5 


The AADA gets a +4 bonus (instead of a penalty) for any 
attack to destroy a Violent group. It can also aid any such 
attack, with a +4 bonus. 


Violent, Weird 


Power 2, Resistance 5 

Gives +6 on any attempt to destroy any Science group, or: 
+10 against the Nuclear Power Companies. Gives +4 on any! 
attempt to control any Green group. 


Liberal, Green Sd 


Power 1/1, Resistance 3 


Gives all groups in your Power Structure an extra +4 
Resistance against any attack made by (or aided by) a 
Government group. 


Peaceful, Liberal 


Power 3, Resistance 2 


Has +8 on any direct attack to destroy any Fanatic group. 
Gives +6 for any attempt to control or destroy the Gun 
Lobby, the Tobacco Companies, or the Liquor Companies, 


Violent, Government 


“Power 3) Resistance 6 


You may exchange this group's action for two Plot cards, 
at any time. 


Straight, Government, Bank 


Power 4/4, Resistance a 


Gives +4 to any attempt to control or destroy other 
Media. May aid or oppose any attack made by, or against, 
any other Media group. 


Straight, Liberal, Media 


Personality; Power 4, Resistance 2 


Bill Clinton gives a +3 on any attempt to control any 
¡Government group that is part of the US. He has a +8 for 
direct control of any Government group. 

Any time Clinton's alignments matter, roll a die. On a 
1-3, he's liberal at the moment. On a 4-6, he's not 


23M Straight, Liberal (sometimes), Government 


Personality; Power 1, Resistance 4 


“1 luff you all, ho, ha!” 

Beloved by children, detested by adults, the Viking dinosaur has 
a +4 for direct control of any Media group. Bjerné gets one extra 
Action token for every Media group he controls directly! However, 
anyone who destroys or kills Bjorné can immediately draw a Plot 
card as the thanks of a grateful world, plus one extra Plot card for 
every point of Bjorné's Power at the time, 


Peaceful, Media 


Power 3, Resistance 4 


Gives +2 to any attempt to control any Liberal group. 
Gives +4 to your defense against any attack made, or aided, 
by a Liberal group. 


Liberal 


Power 1*, Resistance 3 


Whenever the Boy Sprouts help to bring Relieftto any 
Devastated location, you may draw a Plot card. For purposes 
of bringing Relief, they have a Power of 12. 


Straight, Peaceful 


Place; Power 3, Resistance 3 


The natural resources of Brazil give one extra Action 
token each turn to the group that controls it, 
if that group is Corporate. 


Government, Huge, Coastal, Nation 


Power 6/4, Resistance 5 


The CIA gets a +4 bonus, rather than the normal -4 
penalty, to destroy any other Government group. When the: 
CIA attempts to destroy a Personality, ¡tt may choose to 
make it an Assassination, The attack becomes Instant, and if 
it succeeds, the target is dead. 


Violent, Government 


Power 3/2, Resistance 2 


500 channels and nothing' on ..... 
Add 1 to this group's regular and Global Power for each 
Personality in your Power Structure, 


Corporate, Media 


Place; Power 5, Resistance 4 


All your Media groups have +1 Power. 


Weird, Liberal, Government, Huge, Green,Coastal 


Place; Power 3, Resistance 4 


Canada has a +10 for direct control of any Green group. 


Peaceful, Liberal, Government, 
Huge, Green, Coastal, Nation 


Power 2, Resistance 6 

Their weird rituals foretell the future ..... and more. 

By using this card's action, you can expose all hidden 
Plot cards belonging to any one rival. 


Criminal, Weird, Secret, Magic 


Pl lace; Power Tí Resistance 2 


Asiits action, the CDC can supply Relief to one Devastated 

location each turn. If the CDC makes a direct attack to 
destroy a Place, it can use biological warfare and get a +15 
(1) to its attack. If the attack fails, the CDC is automatically 
destroyed by the owner of the Place that it attacked. 


Peaceful, Government, Science 


Power 6, Resistance 5 
Although the CFL-AIO is Corporate, it can call a strike 

against any other Corporation. It gets a +10 for a direct 

Attack to Destroy any Corporate group, rather than the 

normal -4. It gives a +4 for any attempt to destroy such a 

group. 

Liberal, Corporate 


China 
Place; Power 4, Resistance 4 
The natural resources of China give one extra Action 
token to the group that controls it, if that group is 
Corporate, China has endured for thousands of years, and 


will likely be here for thousands more. Any attempt to 
destroy it, even a Disaster, has a penalty of -20. 


Pl Government, Huge, Communist, Coastal, Nation 


Power 1*, Resistance 3 
He isn't dead! | saw him last week at the 
gas station! Praise Elvis! 
Power of this group becomes 4 if Elvis is in play, or 81£ 
you control him. 


Peaceful, Weird, Church 


Power 6/2, Resistance 6 


Gives +4 on any attempt to control a Personality (by replacing 
them with a clone). As its action, this group may restore to life any 
just-killed Personality card. Other groups cannot interfere in any 
way. The restored Personality may be placed on any open control 
larrow of any of your groups, The original Personality no longer 
counts as “destroyed” for the goals of whoever killed it. 


y Violent, Criminal, Communist, Science, Secret 


Power 1/1, Resistance 1 


If the Comic Books attack to control a Weird group, or 
help the attack, the target's printed Resistance becomes 0' 
against that attack, and it gets no Resistance bonus for the 
Weirdness of its own master. 


Weird, Violent, Media 


The Congressional Wives have a +10 to take 
direct control of any Government group. 


Straight, Conservative 


Power 0, Resistance 6 


This powerless and much-mocked group is prized by the 
Illuminati, because their wild ravings often contain useful ideas! 
While you control this group, you may have one extra 

Plot card in your hand at all times. 


Weird Aa 


Personality; Power 2, Resistance 7 

Dracula has +10 on any direct attempt to control the 

Vampires. The Count cannot be destroyed unless a Magic 
¡group or card is used. But if destroyed, he is permanently dead 
= nothing can bring him back. No Magic Artifact linked to the 
¡Count can ever be lost by him or taken away by any means ..... 
but if he dies, that Artifact is lost forever, 


de IN Violent, Magic 


Power 1, Resistance 4 


“Hordes of bikers are rampaging and looting, adding to the 
destruction . . .” Gives a +2 on any attempt to destroy anoth= 
er group, or a +4 to any Disaster you play (except in Space): 


Violent, Weird 


Dan Quayle 


Personality; Power 1, Resistance 1 
Yp-O-T-A-T ..... Aww, come on, guys, let's go golfing.” 

Nobody could be this dumb . . . could they? Danny has 

the power to distract any Media group by making an incred- 
ibly stupid public remark. By using his action, he can cancel 
any action taken by any Media group 


1 Straight, Conservative 


Power 6/5, Resistance 4 


For every reaction, there is an equal and opposite 
government program. 

The Democrats have an extra +4 for direct control of any 
Government group that is not a Nation, 


Liberal 2 


Power 1, Resistance 2 


“You're not doing anything this week, Senator. Those wisdom 
teeth have to come out right now.” | 

By using their own action, the Dentists can cancel the 

action(s) of any Personality 


o Straight 


gra 


Power 1, Resistance 4 


Gives a +4 to any attempt to destroy a Weird or Fanatic 
group, or +8 if the target is both Weird and Fanatic. 

Discordia's immunity to Straight groups does not extend! 
to the Deprogrammers. 


Straight 


Place; Power 1, Resistance 3 


Dinosaur Park can use its action to increase the Power of 
'any Disaster by 4... . as dangerous dinosaurs “accidentally” 
escape from their shipping containers amidst the chaos. This 
group and ¡ts master may aid or oppose any attack on any 
Corporate or Science group. 


Sd Corporate, Science 


Power 2/1, Resistance 4 

The Druids may aid or oppose any attack made by, or 
against, any Magic group, even if it is Secret, Place a link 
between this group and any chosen Place. That Place has an 
effective +8 Power against Disasters. But if that Place is 
destroyed, the Druids are destroyed, too, and count as a 
destroyed group for the attacker. 


Magic, Green á) 


Power 2/1, Resistance 3 


Has +4 for direct control of any Computer group. If the 
E.E.F. helps to defend a Computer group against attack, the 
total Power spent by all defending groups is doubled. 


Liberal, Computer 


Power 1/1, Resistance 6 
Has +6 on direct attacks to destroy Corporate groups. 


Increases Resistance of all your groups by 2, against any 
attack made by (or aided by) a Corporate group. 


Violent, Liberal, Green 


¡ 
Power 2, Resistance 7 
An ancient and subtle brotherhood, the Elders know well 

the art of conspiracy. They can reorganize your entire 


Power Structure. This must take place on your turn, and 
requires their action and an action from your Illuminati. 


Fanatic, Secret 


Personality; Power 1/1, Resistance 4 

It was him! It was him! 

Elvis has the power to distract any Media group by: 
making a brief public appearance. By using his action, Elvis 
can cancel any action taken by any Media group! Elvis also 
has +6 for direct control of the Church of Elvis. 

“Elvis has left the building...” y 


_Empty Vee 


Power 3/2, Resistance 3 


This group, and all other Media groups in your 
Power Structure, are totally immune to attacks from 
Straight groups. Each Personality you control gets +1 
to ¡ts own Power. 


Media 


c England 


Place; Power 2/2, Resistance 6 


Though England's power is reduced today, her influence is 
still felt everywhere. England gets two Action tokens every 
turn. 


Government, Huge, Coastal, Nation 


Power 2/2, Resistance | 6 

As this group's action, you may automatically take over any 
¡Gadget Resource from your hand. You must then link it to the 
Evil Geniuses. Resources linked to them cannot be unlinked . ... 
they are lost or captured if the Evil Geniuses are! 
Violent, Weird, Science 


Power 4/2, Resistance 6 


Has +10 to directly destroy a Criminal group. Gives +4 on 
any attempt to destroy a Criminal group, or +2 on any 
attempt to control a Criminal group. 


Straight, Government, Science 


Power 2, Resistance 4 

Would you like fries with that? 

Gives +6 on any attempt to destroy a Green group. 

/ould you like fries with that? 

Nobody has any idea what's in those secret recipes. And when 
they find out, they forget again. The owner of this card can auto 
matically hide two exposed Plots on his turn; no action is required. 
Order the fries, earthling! 


y Straight, Corporate 


deral Reserve UÚ 


Power 5/3, Resistance 7 


Gives a +6 on any attack against any Bank, and a +2 on! 
any attack against any Nation or Corporate group. 


Government, Bank 


U 


Femir 


Power 2, Resistance 2 


"The Feminists give an extra +3 on any attempt to control 

'a Liberal group or destroy a Conservative one. By using the 
Feminists' action, you can randomly draw one Group from 
the hand of any rival. If the group is Liberal, it goes into 
your hand. Otherwise, give it back... 


¡ Aa Liberal 


idel Castro U 


Personality; Power 1, Resistance 6 

Nobody's ever known exactly what Fidel was up to. 
Link this card to one hidden Plot (put it upside-down on 
the table). Nothing can expose that Plot while Fidel remains 
in play. If the Plot is used, you may link another one to Fidel 
on your own turn. 


Liberal, Government, Communist ya 


Fiendish Fluoridators 


Power 3, Resistance 5 


Gives +5 to any attempt to destroy a Straight or 
Conservative group. When you do destroy one, 
draw a Plot card! 


Fanatic, Secret, Science, Communist 


Groups A 69 


Place; Power 2, Resistance 5 


Finland has a +6 for direct control of any Computer 
group, and gives a +2 to any attempt to control a Computer 
group. 


Liberal, Government, Computer, Coastal, Nation 


Power 1, Resistance 2 


People laugh, but the Flat Earthers know something. For 
their action, you may roll 2 dice. If your roll is equal to or less 
than the number of Places you control, the Flat Earthers' weird 
alternate geology has led them to a gold strike, and you may 
draw as many Plot cards as the number you rolled. 


Weird, Conservative 


Power 2, Resistance 4 
“Carriages without horses shall go / and accidents fill the 
world with woe.” — Mother Shipton (1488-1561) 
Everybody subsidizes Detroit. As its action, this group can 
let you re-roll any failed attack by another group in your Power 
Structure. But you must also discard one Plot card. 


Peaceful, Corporate hb 


Place; Power 3, Resistance 5 


France has always loved liberal causes. 
France's Power can be used to defend any 
Liberal group you control, as a free move. 


Liberal, Government, Huge, Coastal, Nation 


Power 3, Resistance 5 


You think they look silly with their hats and their motor 
scooters. If you knew what those hats really meant, you'd never 
laugh at anything, ever again 

By spending this group's action, you may draw another" 
Group card at any time. 


Conservative 


roups 


Bircl 


Power 1, Resistance 4 


The Fred Birch Society, spiritual leaders of right-wingers 
everywhere, counts as two Conservative groups for any 
Illuminated goal, though not for the Basic Goal. 


Conservative, Straight 


Power 2, Resistance 3 
This group can, as its action, reverse any one alignment 
of any group in play. It may do this at any time except 
during an attack. The effect lasts only until the end of the 
current turn. 


Weird 


C orge Bu 


Personality; Power 2, Resistance 3 


George Bush is conservative — when he feels like it. He 
is treated as Conservative if and only if you, the Illuminati 
pulling his strings, want him to be Conservative . ... 


e Straight, Conservative (sometimes) 


ermany R 


Place; Power 4, Resistance 3 


Germany can save its actions. It gets an Action token 
each turn, even if some are already on it — and it can use 
its tokens together in one attack. Gives a +2 to any attack to 


control a Science group. 
Conservative, Government, 
Huge, Coastal, Nation y3 


Has +5 for direct control of any Straight group. But they 
don't look at the pictures, they just read the articles, 
Honest! 


Liberal, Media 


Groups A 71 


Gola 


Power 1, Resistance 4 


We're sorry, but we're not even permitted to hint at 
what the Secret Knowledge is about goldfish. Your entire 
Power Structure is completely immune to attacks by Fanatic 
groups. No, we're really not going to explain why. 


Peaceful, Fanatic 


Next up on Gordo: People who believe in conspiracies! 

Are they nuts, or just too stupid to live? You decide!” 

He mobilizes hate and fear against fringe groups . . . 
lanything for a ratings point! Gordo gets a +10 bonus if he 


makes a direct attack to destroy a Weird group. 
Liberal, Media 


The keepers of the Pyramid have a limited power to 
foresee the future, Your rivals must always show you the 
first Plot card they draw on each turn. You may not make 
notes about what they show you! 
The Pyramid is immune to Tornadoes and Hurricanes, 


Magic 


un 


Power 1, Resistance 3* 


Resistance is 3 normally. Against any Liberal, Weird or 
Communíst group, resistance is 10! Any time a Conservative or 
Violent group in your Power Structure is attacked — whether 

it succeeds or fails — you may draw a Plot Card as soon as the 

attack is over, if you still control the Gun Lobby. 


Violent, Conservative 


Power 3/2, Resistance 4 


The Hackers have a +4 for direct control of any Computer 
group. They give a +2 to any attempt to destroy or control! 
any Computer group. 


Weird, Fanatic, Computer 


c Hawaii 


Place; Power 1 Resistance 2 


The traditional vacation spot for the world's middle class, 
Hawaii gives one extra Action token each turn to the group 
that controls it, if that group is Corporate, 


Álo Corporate, Coastal 


Hillary Clinton 
Personality; Power 2, Resistance 4 


Gives +2 to any attempt to control Bill Clinton, 
Congressional Wives, or Democrats. +6 to take direct control 
of any of these groups. 


Liberal Sh 


b Hollywood 


Place; Power 3/3, Resistance O 
“Behind the phony tinsel of Hollywood lies the real tinsel.” 
— Oscar Levant 

The Power of Hollywood (both regular and Global) is 
increased by 2 for each Media Personality 

in your Power Structure, 


LA Liberal, Media 


1.R.S. U 


Power 5/3, Resistance 5 


At the beginning of your turn, you may “tax” any one 
rival for the top Plot card from his deck — he may look at it 
before giving it to you. This is not an action for the IRS. 


Criminal, Government, Bank Ln 


Imelda Marcos 


Personality; Power 1*, Resistance 1 

“Can we stop at the shoe store?” 

Wonder where all that gold went? Whenever Imelda uses her 
Power against a Government group or Bank, you may choose to roll 
1 die, If the result is 1 through 5, her Power for the attack is 5. 


On a 6, she is destroyed, and counts as a destroyed group 
for the target of the attack, 


7IW Criminal 


Groups A 73 


Power 1, Resistance 3 


*1 didn't understand that. lt must be true.” 

A Media group which controls the Intellectuals cannot be 
captured, or destroyed except by a Disaster or Assassination, 
and its own Power is increased by 1. 


Weird, Fanatic 


ational 


Power 3, Resistance 5 
¡Gives +4 on any attempt to control the following groups, 

or any of their puppets: Punk Rockers, Cycle Gangs, Urban 
¡Gangs, Hollywood, Manuel Noriega, Feel free to extend this 
bonus to any Personality that all players can agree on... 


Violent, Criminal 


Power 3, Resistance 3 

+3 on any attempt to control any Communist group, or 
any puppet of a Communist group. The International 
Communist Conspiracy also has a +4, rather than a -4, for 
direct control of any Fanatic Communist group. 
Fanatic, Communist 


Power 1, Resistance 2 


All Places you control get a +6 to defend against any 
Disaster... . but any Disaster you visit upon a rival, 
except in Space, has +4 Power. — | 


> Straight, Liberal, Computer, Science 


Place; Power 3/3, Resistance 8 

Glves +8 on any attempt to control the Mossad. 

Israel has sympathizers everywhere. Israel can interfere 
in any attack, regardless of alignment, even ¡Fit was 
privileged, The privilege is negated. 


Violent, Government, Coastal, Nation y 2 


ups 


Place; Power 3, Resistance 6 


Italy loves artists, rebels and madmen. Italy's Power can 
be used to defend any Weird group you control, as a free 
move . ... no Action token required. 


Liberal, Government, Coastal, Nation 


Place; Power 6/4, Resistance 8 


Japan has a +6 for direct control of any Science or 
Computer group. 


Peaceful, Government, Computer, Coastal, Nation: 


7 Personality; Power 2, Resistance 3 


Hoffa has the power to paralyze any Corporate group by 
threatening a strike. By using his action, he can 

cancel any action taken by any Corporate group. 

+6 for direct control of the CFL-AIO. 


Criminal 


Power 1, Resistance 2 


No one ever suspects a harmless jogger +... 
This group gives a +2 on any Assassination attempt. 
This group may not be destroyed. 


Green 


U __ Junk Mail 


Power 1/1, Resistance 3 


Did you ever wonder what sort of sinister messages might be hid- 

iden in that book-club advertisement? No? Good. Don't think about it. 
This group may attack any Secret group directly, or aid or 
'oppose any attack on a Secret group. Gives a +6 to any 
attempt to take control of a Secret group. 


Corporate, Criminal, Media 


Groups A 75 


KKK c 


Power 2, Resistance 5 


If the KKK makes or aids an attempt to destroy any: 
Peaceful group, all Violent groups in that attack, on both 
sides, have doubled Power. 


Violent, Conservative dilo / 


L-4 Society 


Power 1, Resistance 2 


¡Gives +4 to any attempt to control or destroy any Science 
lor Space group, or +8 for direct control of any Space group. 


Weird, Space, Science 


Las Vegas Cc 


Place; Power 2, Resistance 1 


You control the house. By spending Vegas' action, you 
may bet from 1 to 3 Plot Cards with any other player. Roll 
two dice. On a 6 or less, they win, and draw from your 
deck. On a 7 or more, you win, and you draw from their 
deck. 


Corporate YI 


Lawyers 


Power 4/3, Resistance 1 


Any group in your Power Structure gets a +4 defense 
bonus against any attack made or aided by a Government 
or Corporate group. You do not have 

to pay taxes to the IRS. 


Criminal 


Libertarian 


Power 1/1, Resistance 4 
If the Libertarians are involved in an attack to take control 
of any group away from a Government group, double the 
total Power of the attack. If the Libertarians ever take control 
of a Nation, or a Government card representing a U.S, State, 
their Power becomes equal to that of the Nation or State. 


Fanatic 


76 A Groups 


Power 3, Resistance 1 


With its huge advertising budget, this group gets a +4 on 
'any direct attempt to control a Media group. This group may 
use ¡ts action, at any time a rival is entitled to draw a card, 
to prevent him from making that draw. 

Only a single card-draw may be blocked per action. 


Corporate 


m Sha 


Power 3, Resistance 5 


“Its Wednesday. Where's my six grand?” 
The Loan Sharks get +1 Power for every other Criminal 
group in your Power Structure. 


Violent, Criminal 


Power 1, Resistance 4 


Gives +4 to any attempt to destroy a Criminal group. 
"This group's master gets +1 Power and +3 Resistance. 
This group cannot be destroyed. 


Straight, Violent, Conservative 


on A 2nue 


Power 3/3, Resistance 3 


“It is morally wrong to allow suckers to keep their money.” 
— Canada Bill Jones 

Has +10 for direct control of any Media group, or gives 
+2 on any attempt to control or destroy any Media group: 


Corporate, Media 


Power 6, Resistance 7 


Has a +4, rather than the normal -4, to destroy any 
¡Criminal group directly. Also gives its owner a +2 on any 
attempt to control or destroy any Criminal group. 


yA Criminal, Violent 


Personal ty; Power 1, Resistance 2 


Noriega's master can “borrow” any of his alignments, 
even to the extent of reversing its own alignments, though 
only for purposes of making or aiding an attack. Gives +6 to 
any attempt to control International Cocaine Smugglers. 


Violent, Criminal, Government 


Personality; Power 1, Resistance 6 


Gives +10 on any attempt to control England. 


Straight, Conservative, Government 


Personality; Power 1, Resistance 1 


Write in any name from today's headlines ... . Any num 
ber of Media Sensations may be in play, as long as the 
names are different and don't duplicate any regular 
Personality card. Destroying a Media Sensation does not 
count toward any Goal — they come and go too fast, 


Media 


Power 2/2, Resistance 6 


Gives a +4 to destroy, but only if their Power is used 

either to make or aid the attack. If that attack succeeds, the 
target is permanently removed from play; 

nothing can bring it back 


Criminal, Weird, Secret 


Power 2/1, Resistance 5 


The British intelligence agencies have been hiding things in 
plain sight since the First World War . ... at least 

As this group's action, you may negate one attempt to 
expose any or all of your Plot cards. Or you may turn all 
your exposed Plot cards face-down agaín. 


Straight, Government 


Place; Power 3, Resistance 6 


Moonbase is not affected by any Disaster cards except Earthquake 
and Meteor, Moonbase gives a +4 on any attempt to control or 
destroy any Space group. If a Personality is linked to Moonbase, any 
Assassination attempt against that Personality is at -6. However, if 
Moonbase is destroyed, all Personalities there are killed. 


Space, Science, Computer 


Power 2/2, Resistance 4 


They're harmless, they're annoying, and they're watch: 
ing every airport in the world right now. .. . As their action, 
the Moonies can interfere in any privileged attack, regard= 
less of alignments, making that attack no longer privileged. 


Peaceful, Fanatic 


Power 2, Resistance 1 


The power of the Moral Minority is increased by 1 for 
every other Straight group in your power structure. 


Conservative, Straight, Fanatic 


Power 2/1, Resistance 7 


Whenever you draw a Plot card, you may choose to 
draw from the bottom of your deck rather than the top. You 
may look at the bottom Plot card before you decide. 


Violent, Government 


Power 6/4, Resistance 4 


In a game with more than two players, when this 
group makes or aids an attack, you may designate 
one rival who cannot interfere. You may wait until 
that person tries to interfere before you say NO, 
but you cannot then change your mind. 


Corporate 


DS 79 


No Such Agency! It doesn't exist. Just ask them. 

Once per turn, on your turn, you can look at the three cards; 
on the top or the bottom (your choice) of any player's Plots deck 
at the moment you ask. This does not count as an action. You 
may do the same thing, at any time, by using the NSAs action. 


Government, Secret, Computer 


a Personality; Power 2, Resistance 6 


Nancy has +10 for direct control of Ronald Reagan. 


Straight, Conservative, Media 


Gives +4 to any attempt to control any Space group. 
NASA can give its Action token to any other Government 
group you control, as long as that group currently has no 
token. It may do this at any time except during an attack, 


Government, Space 


Ny NATO 


Power 3/2, Resistance 3 


Gives +4 to any attempt to control any Nation. 
Can interfere in any attack made by or against a Nation. 
Its Power counts triple when giving Relief. 


Violent 


Power 1, Resistance 4 

Want a flower, man? It's free. How about a pamphlet? Can you spare 
a dollar? Have a nice day, man! 

The leaders of this group hide inhuman cleverness behind al 
mask of slack-jawed imbecility. Each turn, roll 2 dice before you draw 
any cards. If you roll a 6 or less, you may draw one extra card from: 
either of your decks. 


Conservative, Fanatic 


Place; Power 7, Resistance 8 


No matter what your scam, somebody in the Big Apple 
does it better. The Power of each of your other Criminal 
groups is increased by 1. 


Violent, Criminal, Government, Coastal 


Power 1, Resistance 7 


Gives a +4 on any Assassination attempt, and a +2 on any 
non-Instant Attack to Destroy, Any attempt to destroy the 
Ninjas is at a -10 penalty, and any failed attempt to control 
or destroy them gives them an Action token. 


Violent, Magic 


Power 4, Resistance 4 


They re warping reality in those reactors. 

1€s unnatural, I tell you... 

Asiits action, this group can cancel the action of any 
other group, even an Illuminati group. 


Conservative, Corporate, Science 


ank 


Power 2/2, Resistance 2 


This group is immune to any Attack to Destroy by Government, 
Corporate or Criminal groups! The Offshore Banks are used to 
eorganizing phony corporations . . . often twice a day. You may 
move any group you control to any other legal position ín your 
>ower Structure once per turn, on your turn, as a free move, 


Criminal, Bank 


Has +8 for direct control of any 
Conservative Media group. 


Conservative, Criminal 


C 


Power *, Resistance 4 


As ol prices vary, OPEC's power also varies, When the card is first 
controlled, and again each time your turn begins, roll 2 dice, subtracting 
2 from the total, to set its power for that turn. (That is the Power of its 
Action token, even if you use it later.) If you also control either Texas or 
the Multinational Oil Companies, OPEC gets +1 power for each. 


Conservative 


Power o, Resistance 6 


The Paranoids give your whole Power Structure a +2 to defend 
against any attack or Assassination (but not against Disasters). 
They're the only ones, except for the Secret Masters themselves, 
who really understand what is going on . . . However, this group 
gets no Action tokens and can do nothing, unless something gives lt 
Power! And it cannot be destroyed unless it has Power, 


Power 5/3, Resistance 6 


The Phone Company is capable of highly sophisticated traffic analysis 
on all calls, and can access any computer connected to the Net. During. 
your turn, you may draw any two hidden Plot cards randomly from the: 
hand of a rival, and look at them. This is a free move, 

At any time, the Phone Company may use its action to draw any Wo 
hidden Plot cards randomly from the hand of a rival and expose them! 


Corporate, Science, Computer Á 


Place; Power 2, Resistance 5 


Each Science group directly controlled by Orbit One lets 
you draw one extra Plot card per turn. Orbit One is not 
affected by any Disaster cards except Nuclear Accident and 


Meteor. 


Space, Science, Computer 


Place; Power 6, Resistance 6 


Each Corporate group directly controlled by the 
Pentagon lets you draw one extra Plot card each turn. 


Straight, Violent, Government 


Gives +6 on any attempt to control or destroy any 
¡Computer group. By using this group's action, you may move 
'any group belonging to any player — except puppets of rival 
Illuminati groups — to any other control arrow in their same 
Power Structure, at any time except during an attack. 


Liberal, Criminal, Science, Computer 


Power 2/2, Resistance 4 


“We'll tell you what you think!” 

If the Pollsters are involved in an attack, you may ignore 
any bonuses or penalties for the alignments of the attacker 
and defender, if they work against you. Of course, those 
bonuses or penalties which help you will still count. 


Media 


ost Offi 


Power 4/3, Resistance 3 
Of course they read the mail. During your turn, you may 

¡draw any two Group cards randomly from the hand of a rival, 
and look at them. This is a free move. At any time, the Post 
¡Office may use ¡ts action to draw any two Group cards random- 
ly from the hand of a rival and show them to all players! 


Government, Computer 


Prince Ch 


Personality; Power 2, Resistance 5 


Prince Charles, and his master, and his puppets, are all 
immune to Privileged attacks. Also, any group, regardless of 
alignment, can aid the Prince if he is attacked. However, all 
Media groups have doubled Power for any attack against 


arles _ U 


Prince Charles. 


Conservative, Green 


Personality; Power 2; Resistance 5 


All your other Liberal groups get +1 Power. Princess Di, 
and her puppets, are immune to attack by your rivals 
Peaceful or Liberal groups . . . except for Media. 


Straight, Peaceful, Liberal 


al Sports U 


Power 2, Resistance 4 


Gives +4 on any attempt to control any Straight group» 
Link this card to any one Personality you control, to give 
them +3 Power as a worldwide sports commentator ++. 


Violent, Fanatic y 


U Psychiatrists 
Ñ Power 2/2, Resistance 6 


"Show me a sane man, and | will cure him for you.” — Carl Jung 
'Gives +6 to any attack to Destroy a Personality. This 

bonus does not apply to a privileged attack, no matter who 
made it privileged. By using its action, this group may force 
'a rival to discard any one exposed Plot except a Goal. 


Weird 


Punk Rock 


Power 1, Resistance 4 

1f this group uses its Power in an attack (on either side), 
no Weird or Liberal groups may aid the target in any way: 
(The attacker or defender may still be Weird or Liberal; this 
is not affected.) 


Weird, Media 


Special mid Marketing 


er 
pod Power 1, Resistance 2 


“Tell your people to buy, buy, buy!” 
This group gets +1 Power and +2 Resistance for each 
Fanatic group in your Power Structure. 


Straight 


L£ 
y 1 


Recordir 


Power 2, Resistance 1 


Increase the Power of all your Media Personalities by 2, 
and all your other Personalities by 1. 


Corporate, Media 


A Grou| 


Power 2, Resistance 4 


¡The Red Cross gives your whole Power Structure a +6 to resist 
'any Disaster. The group that directly controls the Red Cross automat 
ically gets Reliefat the end of the turn it is Devastated. As its action, 
the Red Cross can also bring Relief to one Devastated Place, The Red 
¡Cross has such a good reputation that any attempt to destroy it 
suffers a -15 penalty. 


Peaceful 


an 
Refor 


Power 2, Resistance 4 


The very existence of this church infuriates Straights, 
While you control it, no Straight group can attack, or help. 
attack, any part of your Power Structure except this group! 


They can attack only to destroy, not to control... and ¡t 
has a +8 against any attack by Straights. k 
Weird, Fanatic, Magic, Church y230 


Power 3/1, Resistance 5 


This group can interfere in any privileged attack made 
by, or with the help of, any Straight or Conservative group. If 
it does so, that attack is no longer privileged. 


¿0 Straight, Conservative, Church 


Power 5/4, Resistance 4 j 


“If the Republicans will stop telling lies about the Democrats, 
we will stop telling the truth about them.” — Adlai Stevenson 

The Republicans have an extra +5 for direct control of any 
Government group that is not a Nation. 


Conservative y20 


Power 2, Resistance 4 


Fanatically anti-technology, this group has +6 for direct 
¡control of any Green group. It gives +2 to any attempt to 
destroy any Corporate, Science, Space or Computer group. It 
gives a-+2 bonus for each of these things, so a target that is 
Corporate, Space and Computer will be attacked at +6. 


Fanatic, Green 


» 


A 85 


Gro 


Power 1/1, Re: 


Gives +4 to any attempt to destroy any Corporate or: 
Government group, or any Coastal Place, including with a 
Disaster . . . except in Space. Has +10 to any direct attempt 
to destroy Japan or California. 


Violent, Secret, Science, Computer yo 


C Ror 


Personality; Power 2, Resistance 1 


His Teflon coating completely immunizes him from any 
attack by (or aided by) the Media. And if he attacks, or helps 
in'an attack, no Media group may join on the other side 
after he becomes involved. 


"1 Straight, Conservative, Media 


Rosicrucians 


Power 1/1, Resistance 4 


The true Rosicrucians do not advertise, and their powers are recondite 
indeed 

When you are entitled to draw a Plot card, you have 30 seconds 
to look through your deck and pick the card you want, This ls an: 
action for the Rosicrucians. You must shuffle the deck afterward: 


Secret, Magic » 


Personality; Power 2, Resistance 6 
Any group controlled by Perot immediately becomes 
Straight and Conservative, losing any Weird or Liberal 
'alignments it had. This is a “permanent” change, but the align- 
'ments will revert to normal if the group gets another master. 


Straight, Conservative 


Place; Power 4, Resistance 5 


Russia has a +4 for direct control of any Communist group, 
and gives a +2 for any attempt to control or destroy a 
Communist group. However, any Communist group gets a +4 
for direct control of Russia! 


Violent, Government, Huge, Coastal, Nation 


S.M.O.F 


'Gives +2 to any attempt to control any Weird group. Has an 
extra +4 for direct control of SF Fans, Trekkies, Wargamers, Comic 
Books or Trading Card Games! Once per turn, on the controlling 
¡player's turn, S.M.O.F. can remove the Action token from one 
Weird group owned by any rival. This is a free move. 


MA Weird 


Saddam Hussein 


Personality; Power 2, Resistance 4 


By making a few speeches, Saddam can infuriate any 
government, totally distracting them from what they were 
doing. Thus, by using his action, Saddam can cancel one 
action of any Government group. 


Violent, Government y 


1) Saturday Morning Cartoons 


Power 1/1, Resistance 4 


Gives +2 to any attempt to control any Violent group. The 
¡Cartoons also have the power to make other groups violent. 
(You knew it, didn't you?) Any puppet of the Cartoons becomes 
Violent. This is a “permanent” change, but the alignments will 
revert to normal if the group gets another master. 


dl > Violent, Media 


and Loans R 


Power 2, Resistance 3 


Gives +3 to any attempt to control any Corporate or' 
Government group or Bank, The S£Ls have the power to 
make money vanish. By spending their action, they can cancel 
the action of any Bank, Corporate or Government group. 


Straight, Criminal, Bank ya 


Cc Science Fiction Fa 


ms 


Power 1, Resistance 5 


Gives +2 to any attempt to control or destroy any 
¡Computer group. Gives its master +6 to any such attempt. 
'Gives +2 to any attempt to control any Weird group. 


YI Weird 
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Power 2, Resistance 3 


“The guards wrestled the assassin to the ground, just a second too 
late...” 


ives +10 to any attempt to destroy any Government Personality, 
including by Assassination. Has the normal -4 for a direct attack to 
destroy Government groups other than Personalities. 


Violent, Government 


nanists 


Power 2, Resistance 5 


While you control this group, all Straight or Conservative 
'groups will be so distracted that any attacks they make 
against your other groups will be at -3 Power. 


yO Liberal 


Power 1, Resistance 8 


Gives +3 on any attempt to destroy any group. 


Weird, Liberal, Violent, Criminal, Communist 


Place; Power 3/2, Resistance 3 


Gives +4 to any attempt to control a Computer group. On 
your turn, you can use Silicon Valley's action to draw an 
extra Plot card. 


Computer, Science, Coastal 


Power 1, Resistance 4 


Gives +4 to any attempt to destroy any Straight group. 
By using this group's action, you may force a rival to discard 
the top card from his Groups deck. 


Violent, Weird 


Power 4/1, Resistance 6 


Has a +6 for direct control of any Weird Science group, 
and gives +3 Power to any Weird Science group it controls! 


Conservative, Violent 


tonehenge 


Place; Power 3/3, Resistance 4 


If Stonehenge is in your Power Structure, you are 
immune to all Magic groups, Magic Plots or Magic 
Resources. 


Magic di 


Power 2/2, Resistance 4 


Their secret mind-altering messages are hidden 
everywhere. The number of Media groups you control is 
'added to the Power and Global Power of the Subliminals. 


Secret 


Power 3/3, Resistance 6 


By using its action, the Supreme Court can cancel one 
action of any other Government group. (Yes, this includes 
Government groups outside the U.S. Don't ask. You don't 
want to know.) 


Peaceful, Government á 


This group gives your whole Power Structure a +3 to 
resist any Disaster. The master of the Survivalists, and any 
puppets it has, automatically get Relief the turn after any 
Devastation. This is a free move. 


70 Conservative, Violent, Fanatic 


Place; Power 1, Resistance 6 
The Gnomes of Zurich have a +15 for direct control of 
Switzerland, and can never destroy it. Any other Illuminati 
that controls Switzerland gets a +2 to any attempt to attack 

the Gnomes for any purpose! 


Conservative, Government, Nation 


ldoids 


Power 2/2, Resistance 3 


Psychics Reveal Jackie's Diet Plan From Heaven! 
The Tabloids can attack any Secret group — and if they 
do, its Secret status is lost for that attack, and any other 


groups can help attack or defend, regardless of alignment. 
'Gives +3 for any attempt to control Convenience Stores. 


Weird, Media 


Warez. 


Power 2, Resistance 4 


“Call 1-900-SUCKERS right now and talk to your Psychic 
Buddy!” 

+6 for direct control of either Ronald or Nancy Reagan, 
for the Tabloids, or for any Media group with a Power of 1 
or 2. 


Peaceful, Criminal 


Power 3, Resistance 6 


'No, they weren't wiped out in 1312. They've been growing in 
power, and wealth, and strange knowledge . . . 

By using this group's action, you may force any rival to 
discard one exposed Plot card of your choice, 


Conservative, Secret, Magic 


as 


Place; Power 6, Resistance 6 


You wouldn't believe what's hidden in the miles and miles of Texas' 
plains. They're counting on that. 

You may place one Plot card (except a Goal) under Texas. lt does 
not count against your limit, and cannot be exposed. You may use it 
at any time, but only for something involving Texas. You may switch 
it with another card, but only on your turn. lf Texas is captured or 
destroyed, the Plot is lost. 


Violent, Conservative, Government, Huge, Coastal 


0 A Grou 


Power 4, Resistance 3 


“The Tobacco Companies have a +8, not the normal -4, 
lfor direct control of any Government group! Any Green group 
gets a +4 to destroy the Tobacco Companies. 


72 b Straight, Corporate 


Power 1, Resistance 2 
You control all trading card games, including this one. 
Therefore, at any time during your turn, you may take any 

other Group card from your hand, discard this card, and 
substitute the new card in its place in your Power Structure, 
No die roll is required, 


Weird A 


kkie: 


Power 1, Resistance 4 


'Any Media group gets a +4 on any attack to control the 
Trekkies. However, the Trekkies also get a +4 on any direct 
attack to control any Media group . . . 


Peaceful, Weird, Fanatic 


I Commissic 


Power 5, Resistance 6 


The Triliberal Commission, loaded with leading liberals 
and loyal leftist lackeys, counts as two Liberal groups for any 
Illuminated goal, though not for the Basic Goal. 


Straight, Liberal ba P 


(d TV Preachers 


Instead of the normal penalty for one Fanatic group 
controlling another, the TV Preachers have a net +6 to take 
direct control of any Straight Fanatic group. 

Any group they control gets an extra +5 Resistance. 


Straight, Fanatic, Media, Church 


Groups A 91 


Power 1/1, Resistance 5 


Whenever this group helps to destroy a Corporate, 
Straight or Government group, draw an extra Plot card. 


Liberal, Media, Green 


Power 1, Resistance 3 


Gives +6 on any attempt to control any Nation. ts Power 
counts x5 when giving Relief. 


Liberal 


Power 1, Resistance 2 
Gives +2 on any attempt to destroy another group, 


including Assassinations. 


Violent 


Van n| 


Power 2, Resistance 5 


+4 on any direct attack to control a Personality. If the 

attack succeeds, that Personality becomes a Vampire, and 
(cannot be killed except by a Magic group or card (no matter 
who controls him at the time). But if a Vampire ¡s killed, he 
is permanently dead — nothing can bring him back. 


Weird, Secret, Magic 


Place; Power 4/4, Resistance 6 


Your whole Power Structure is immune to attacks from 
Peaceful groups. 


Peaceful, Conservative, Church, Nation 


Power 2, Resistance 3 


¡Gives +3 on any attempt to control Convenience Stores or 
any Computer group. Gives +1 Power to all your other 
Computer groups! 


Computer 


Power 1/1, Resistance 6 


Has +8 on any direct Attack to Destroy a Personality, or 
+4 on a direct Assassination. Plot cards or other special 
defenses against Assassinations are worthless against this 
attack unless they mention Magic. 


Violent, Magic 


Power 3/2, Resistance 6 
The Women's International Terrorist Conspiracy from 


Hell can use its action to change any die roll by 1, after it's 
rolled ..... or 2, if any Magic group was involved. 


ha Fanatic, Weird, Violent, Magic 


Power 4, Resistance 3 


Wall Street always has the option to treat any Corporate 
group as though it were Government, or vice versa, when: 
Wall Street makes or aids an attack. This does not affect 
other groups' participation in the attack. Any puppet of 
Wall Street has an extra +10 Resistance, 


Corporate, Bank 


Gives +2 on any attempt to control or destroy any 
¡Computer group. By using their action, the Wargamers can 
send any one exposed Plot to the bottom 

of its owner's Plots deck. 


Weird, Computer 


Angel's Feather 


"This item must be linked to a Peaceful group. Any failed 
Attack to Control made by the group, or any successful 
attack of any kind made against any Peaceful group you 

control, is re-rolled. The second roll counts. 


Ark of the Covenant 


Write down the name of one of your groups and put 
under this card. If that group is destroyed, reveal the note, 
The group that destroyed it is also destroyed, unless it was 
an Illuminati. In that case, its owner must choose one group 
to lose, The destroyed enemy group counts for your Goals, 
and you may put the name of another group in the Ark. 
You may change the name in the Ark during your turn only. 
Unique Magic Artifact 
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Unique Magic Artifact 


Bigfoot 


igfoot has the power to distract any Media group by 
showing himself in public. By using his action, Bigfoot can 
'cancel any action taken by any Media group. Bigfoot also 
gives you a +3 on any attempt to control a Green group. 


Book of Kells U 


This powerful grimoire increases the regular and Global 
Power of the owning Illuminati by 1. Or, iflinked to a Magic 
group, it gives that group an extra Action token each turn: 
The group can make no Attack to Destroy on any turn it 
gets an extra token! 


Jnique Magic Artifact 


c The Bronze Head 


Its first recorded owner was Roger Bacon. He said ¡t foretold 
the future. It does that and much more .... 

If you play a Group card from your own hand, and fail in 
your attempt to take it over, the card is not discarded. 
Return it to your hand. 


Unique Magic Artifact 


Center for Weird Studies c 


Home of the High Energy Cheese lab, the Bozon Control 
Project, and other things they don't teach in Physics class. 
Once per turn, on your turn, you may discard any Plot card: 
from your hand and add an extra Action token to any of your 
Groups or Resources which has already used its action. This 
does not let a group use its Power twice in the same attack. 


'All Government groups in your Power Structure gain the 
ability to listen in on phone conversation worldwide. Only 
for legitimate law enforcement, of course . ... 

Increase the Power of all your Government groups by 2. 

You are also totally immune to the Phone Phreaks. If you ever 
have no Government groups, you must discard this Resource. 
No player may have more than one Clipper Chip 

in play at a time. 
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Crystal Skull R 


An ancient South American artifact, created by a technology 
no one can duplicate today . ... 

Whenever you draw a Plot card, you may look at the top' 
three cards in your deck and pick the one you want. You! 
may replace the other two either on the top of the deck or 
on the bottom, before looking for your next card. 


Unique Magic Artifact 


R Cyborg Soldiers 
a — A 
Link this card to any Violent group. The Power of that 


group is doubled. If that group is destroyed, 
the Cyborg Soldiers are also lost. 


Gadget 


Death Mask U 


Whoever wears it can see a slightly different world through 
its staring eyeholes . . . and when the mask is removed, the dif. 
ferent world ¡is the true one. 

Link the Death Mask to any Magic group. That group can 
now use its action to enter any attack after the dice are 
rolled (if it could have entered normally, that is). If its Power: 
is enough to change the result, that's what happens . +. 


Unique Magic Artifact 


Earthquake Projector 


This device can act once per turn. It can increase the 
Power of any Attack to Destroy a Place, 
or of any Disaster card, by 2 


Gadget ACTION 


Eliza U 


1s it really alive, or does it just think ¡t is? 

Eliza can be linked to any Computer group, or to the 
Network. That group gets an extra Action token each turn! 
But if that extra action ever results in a roll of 11 or 12, 
Eliza has crashed. Discard this card — and expose all your 
hidden Plot cards. No group may have more than one Eliza. 


Gadget 
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yg Saucer 


“This vehicle was found buried in a cornfield in Idaho. It 
¡number of people anywhere in the world, undetectably, within an hour. 
Linked to a Personality, the Flying Saucer gives him +10 against any 
¡Attack to Destroy or Assassination. It is captured or destroyed if he is. 
¡Left unlinked, as property of the Illuminati, the Flying Saucer lets you 
'make one extra automatic takeover each turn. This may only be used for 
¡a Resource. If you make this extra takeover, you must discard your top 
undrawn Plot card in exchange. 


Unique G et Artifact 


he Frog God Cc 


The idols are both frightening and silly, and no one knows 
why the Masters keep them around . ... 
You may interfere with a privileged attack, on either side. 
No other players may interfere unless they use other special 
ards. Interference is an action for each group that inter- 
feres, and use of this card is an action for the Frog God. 


Magic Artifact ACT 


Cc Hallucinations 


You control a powerful telepath. Unfortunately, she's 
totally insane . . . but she can act once per turn, to project 

her madness into the mind of any Personality and cancel 
their action, or to give +3 on any attempt to destroy them. 


ACTION 


Hammer of Thor Cc 


This mystic artifact can act once per turn. Its action can 
be used to increase the Power of any Government or 
Violent group by 2, either to make any attack or to defend 
against an Attack to Destroy. 


Inique Magic Artifact ACTION 


U Hidden City 


Control of the Hidden City gives your Illuminati +2 to 

their Power and Global Power. The Hidden City may be 
attacked using any Disaster card; it is not Huge or Coastal. It 
can be defended, in all ways, as though it were a Place with 
a Power of 10. It cannot be Devastated. If it is destroyed, 
another Hidden City may be played by any player. 


Unique 
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ler's Br; 


“No, it's not exactly alive. But it's not dead. And we can feel 
its dreams...” 

Was he Illuminated himself? You're not cleared for that. 
But the evil brain lies plotting, twisting the souls around ¡t 
. + « Draw an extra Plot card, or hide all your exposed Plots, 
any time you destroy a group. You may not take control of 
any Peaceful group while you have Hitler's Brain. 


Unique Artifa 


R The Holy Grail 


Write down the name of a Place and put it under this 

'card. This is the secret location of the Holy Grail. You may not 
change it. If the Grail's site is destroyed or Devastated by an 
attack, reveal the note. The attack becomes an automatic 
failure. The Grail continues to protect that Place. If the Grail's 
site is captured, the Grail vanishes ... discard this card. 


Immortality Serum R 


“By the way. If you join us, you can live forever. Interested?” 

This card may be used for one Personality. Keep it unlinked until it 
is used. The link remains if the Personality is captured from you. You 
may use it to take control of any just-played Personality, including: 
one from another player's hand! No die roll is required. Link the card: 
to that Personality. Now nothing can kill that Personality, including: 
destruction of a Place he's linked to. He also has +5 against ordinary 
attacks to destroy. You may also link it to a Personality you control. 


Uv The 


rary at Alexandria 


Sure, they burned down the building 
but the books were already checked out 

It's the greatest storehouse of knowledge ever known, 

'and it's been guarded and enlarged, in deepest secrecy, for 
more than a thousand years. Gives a +5 on any attempt tc 
control any Science, Magic or Computer group 


Uniqu 


Loch Ness Monster € 


*I saw it! It was there! Call the papers! Call the National 
Guard! Sell my stocks!” 

By using Nessie's action, you can cancel the action of any 
Coastal Place, or add +4 to any attempt to destroy a Coastal 
Place, or add +4 to the power of a Disaster almed at such a 
place. 
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Cc Mercenaries 
A ————— 


This small, elite corps specializes in covert wet work and 
things that go BOOM ... Can act once per turn, giving +4 
to any Attempt to Destroy, or +1 to any Attempt to Control, 


ACTION 


Midas Mill Cc 


Gold! Gold from sea water! Gold to fuel the plots of the 
lluminatil 

The Power and Global Power of your Illuminati are both 
increased by 2. Or link the Mill to any Coastal group, and 
give it Global Power equal to its regular Power. 


Unique Gadget Artifact 


| U Necronomicon 
ASI ONOMICON 


“Creepy old book. | thought it was just a story, 

but it's real , . . NO! Ittouched mel!” 

Link this card to a Violent or Magic group. That group's 
Power is doubled ... . but if it ever rolls an 11 or 12 on any 
action, its destroyed. The Necronomicon is not destroyed, 
just unlinked . . . The destroyed group counts toward your 
victory conditions only if you are the Servants of Cthulhu! 


Unique Magic Artifact 


Orbital Mind Control Lasers c 


By using the Lasers' action, you may add, remove, or 
reverse an alignment of any group in play. You may do this 
at any time except during a privileged attack. The change 
lasts only for the rest of the current player's turn. 


Unique Gadget ACTION 


Perpetual Motion Mac! 


It works. It really works. And 27 scientists have gone mad, so 
far, trying to build another one. 

The group linked to this device gets one extra Action 
token at the beginning of each turn. 


Unique Artifact Gadget 
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[4 


The original manuscript . 

Each Weird group in your Power Structure increases its 
Resistance by 1 for every Weird group you control. So, if. 
there are a total of 5 Weird groups in your Power Structure, 
each one gets +5 to its Resistance. 


Unique Artifact 


c Rogue Boomer 


The commander of a nuclear missile 

sub is on your payroll ..... 

'Gives +5 to any attempt to control any Nation, through 
intimidation. Or can be used once to give a +10 to any 
attempt to destroy any Place — or to aid any Disaster! — but 
must then be discarded 


The one in the museum ¡is a fake. The real one is far away, 
the center of nightly rituals ..... 

Whenever you draw a Plot or Group card, you may look 
at the top card in the deck... . and, if you don't want it, 
take the bottom card instead, without looking at it, 


Unique Magic Artifact 


R Soulburner 


Whenever a rival captures one of your groups, you may 
immediately draw a Plot card from his deck, or expose all his 
hidden Plots. If a rival destroys one of your groups, you may 

take two Plot cards from his deck, or expose all his hidden 
Plots and force him to discard a Plot of your choice 


Unique Magic Gad: 


Spear of Longinus Cc 


This artifact, both sacred and cursed, can be used once 
per attack, whenever you wish! It can give +1 to any Attack. 
to Destroy (by any player) or Disaster. Any attack aided by 
the Spear is considered Magic, and magical defences may 
help against it. 


Unique Magic Artifact 
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Suicide Squad 


Can be used to destroy any Resource belonging to a 

rival. May be used at any time except 

during a privileged attack. Roll one die; 

1; Target is destroyed. Suicide Squad survives and may 

be used again. 

Target and Suicide Squad are both destroyed. 

juicide Squad fails and is destroyed. Target survives. 

Discard any card that is destroyed. 


Warehouse 23 U 


When you first play this card, you may look through your hand or 
deck and choose one Artifact or Gadget Resource, as a free automatic 
takeover. Whenever you take over a new Resource, you may choose to' 
hide it under this card. You can't use hidden Resources until you expose 
them, and once exposed they must stay exposed, but you can expose 
one at any time and (if its powers allow it) use it immediately. Your rivals 
cannot look at or affect the cards inside Warehouse 23 except by captur- 
ing or destroying it. 1f itis captured or destroyed, its cards go with it: 


Unique 


U Weather Satellite 


Real weather satellites don't just report the weather, 

They change it. 

You may increase by 10, or decrease by 4, the power of any 
Hurricane, Rain of Frogs, or Tornado. You may increase by 4, or 
decrease by 2, the power of any other Attack to Destroy (including 
Disasters) against any Place except Space ones. 

The Satellite gets two Action tokens, but may not use them in 

the same attack. 


Gadget ACTION ACTION 


Xanadu La 


ls it a place, or does ¡t exist only in virtual reality? No one 
knows. Xanadu is the ultimate vacation spot, where all desires 
are fulfilled. Once one of your servants has visited Xanadu, he'll 
be loyal forever, just for the chance to go back... . 

If a card duplicating one of your Groups is played, it gives 
no bonus to an attempt to Control or Destroy your group. 


Unique 


UPID INWO TRICKS 


jor at a store, or ampuiharo 
4 to yo for a shared victory, 
qo for it especially 1 


+: ln a twwo-playor game at a convention (| 
you havo an audience), convinee your oponen 
just to bogalo everybody who's watohing. They may 
hoyo Discordians. 


And if thoy agreo, look for a way to botray them and grab tho viotory 
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18/%-Minute Gap 


Play this card immediately after someone else plays a 
Plot card. That card is canceled, but not discarded. Instead, 
¡add it to your own hand! You must spend al/ the Action 
tokens now on your Illuminati (minimum 11), and discard 
the top undrawn card from both your Plots 

and Groups decks. 


Requires Discards and All Illuminati Actions 


Agent in Place Cc 
Play this card at any time. This card requires an action 
by one group with a Power of 4 or more, Pick one rival. You: 


may look at all his hidden Plot cards, and pick one for him 
to discard! 


Requires Action 
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U Air Magic 


Play this card to help protect a Place against any Disaster, 
except Earthquake or Volcano. The Power of the Place is 
tripled for this one defense. Playing this card is an action for 
a Magic group. Alternatively, you may “sacrifice” the top 
Plot card from your deck, to power this card. Discard it 
without looking at it. 


Albino Alligators Cc 


Play this card at any time to give +10 Power or 
Resistance (your choice) to any Weird group you control. 
If used with an action, it must be played when that 
action is first declared, and counts only for that action, 
If used for defense, the bonus lasts until the end of the 
current turn, is good for defense only, and does not count 
toward Goals. 


Alternate Goals 


You may possess two Goal cards, and win with either 
'one! You cannot combine the goals from the two cards in 
any way. 


And STAY Dead! G 


Play this card immediately after any Group has been 
destroyed or discarded by any player. It requires an action 
from a Magic group. The destroyed group is gone forever — 
no card or special ability can revive it. 


The leaders of your target group (any Place or 
E Organization except the Illuminati) find life boring and 
meaningless. Their power is permanently reduced to 1. Link 
this card to the target. Play this card at any time except 
during an attack. It requires an action from your Illuminati 
and either the Psychiatrists, the Intellectuals, or the Orbital 
Mind Control Lasers. 


Requires Illumir 
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Annual Convention 


Tragically, the organization's yearly meeting was in the path of 

destruction...” El 

Play this card immediately after a Place has been destroyed or 
Devastated. It is an Instant Attack to Destroy any Organization in 
play. The Power of the attack is 12 if the affected Place was come 
pletely destroyed, or 9 if it was merely devastated. 

Groups capable of Magic or Weird Science can interfere either 

st the attack, Other groups cannot aid either side. 


Boss, this secret society stuff is getting old. Can't we take a 
vacation or start a band or something?” 
Play this card at any time. It requires an action by 


roup(s) with total Power greater than that of the target. 
Ine action or special-ability use of the target is canceled. 


Requires Action 


Assertiveness Training 


Play this card at any time. It requires action(s) by Violent 
group(s) with a total Power equal to the Resistance of the target: 
group, doubled if the group is currently Peaceful. 1£it is controlled by 
a rival, add bonuses for its closeness to the Illuminati, Alternatively, 
one Illuminati action will do the job. 

The target becomes permanently Violent. If it was Peaceful, that 
alignment is lost. Keep this card, with a link to the target. 


Requires Action 


Atomic Monster 


E Disaster 
This is an Instant Attack to Destroy any Coastal Place. It does not 
"require an action. Its Power is 16 against a Huge Place, 20 against 
any other Place, but 24 against Japan or California 
If the attack succeeds, the target is Devastated. If it succeeds by 
more than 6, the target is destroyed. 
'Or play at any time to give +10 to any attack to destroy the 
Robot Sea Monsters or the Nuclear Power Companies! 


b 
This card may be played at any time. Choose one rival as 
your target. You may look at all his hidden Plot cards, and 
either steal one of them, or expose them all! This card may 
only be used by the Network or a Computer group, orbya 
Bank group. It counts as an action for that group. 


uter or Bank Action: 


sires Network, Cor 
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Backlash 


This card may be played at any time. It requires an 
action by some group with at least one alignment in 
common with the target, other than Fanatic! 

Any one change in the target's alignment, Power, or 
Resistance due to a Plot card is undone and returns to its 
original value. Remove the link, and discard that Plot card. 
This does not affect changes made by a NWO card. 


Bank Merger u k ¡ 


Place an Action token on any one Bank group, or on two 
or more Bank groups whose current Power adds up to 5 or 
less. This card may not benefit a group that already has any: 
tokens, or a group which is suffering from any effect that 
prevents it from getting Action tokens. This card may be 
played at any time, It requires an action from your llluminati. 


Benefit Concert 


Play this card at any time to give +10 Power or 
Resistance (your choice) to any Liberal group you control. 
If used with an action, it must be played when that 
action is first declared, and counts only for that action 

If used for defense, the bonus lasts until the end of the 
current turn, is good for defense only, and does not count 
toward Goals. 


The Big Score 


Play this card at any time to give +10 Power or 
Resistance (your choice) to any Criminal group you control. 

If used with an action, it must be played when that: 
action is first declared, and counts only for that action. If 
used for defense, the bonus lasts until the end of the cur- 
rent turn, is good for defense only, and does not count: 
toward Goals. 


The Big Sellout 


Play this card during your own turn, just after you place Action 
'tokens. You may pick up to ten Groups and/or Resources from your 
hand and discard them. You may also discard the top card(s) from 
¡your Groups deck, as long as the total is ten or less. For each Group 
¡you discard, you may place one extra Action token on one of your 
'own Groups. No Group may get more than one extra Action token 
from this card. 
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Bimbo at Eleven Cc 


This card gives +5 on an Attack to Destroy any male ES 
Personality. The attack must come from a Media group. The 
attack becomes Privileged except for Media groups — any 
Media group can interfere on either side! 

If the attack succeeds, the target is considered perma- 
nently disgraced and out of public life. Thus, he cannot be 
returned to play by any means! 


Blitzkrieg 


Play this card after you take control of any Group. Place 
an Action token on the newly-captured Group, so that it can 
act during the same turn it was captured! 


Blood, Toil, Tears and Sweat Cc 


Discard any one New World Order card now in play. This 
requires the action(s) of Media groups with a combined 
Power of at least 4. This card may be played at any time. 


Play this card after any type of Assassination. lt becomes 
an automatic failure. Then link this card permanently to the 
card it protected. That Personality now has an extra +6 


against any Attempt to Destroy, including further 
Assassinations. f the Personality is killed or destroyed, 
the Bodyguard is lost. 


Botched Contact 


Use this card when a rival plays a Group for an 
automatic takeover. He must return that Group to his hand, 
and pick another card for automatic takeover that turn. 
Playing this card requires an action from one of your 
groups. 


ion 
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“Perhaps this will change your mind . . .” 
Play this card immediately after any die roll (by any 
11). That roll is immediately changed, retroactively, to a 
Ifit was an attack, it succeeds only if the attack had a net 
Power of at least 2; attacks with a lower Power cannot 

succeed. This requires all Action tokens currently on your 
S Illuminati (a minimum of 1)). 
ati Actions 


Car Bomb 


Assassination! E 

This is an Instant Attack to Destroy any Personality, at 
any time. It does not require an action. Its Power is 8, 
A single Violent or Criminal group may use its action for! 
attack, and add its own Power, 


Play this card at any time except during an attack. Link 
Personality you control to any Organization that is not 
'or Government, and has no opposed alignments. The 

r of the Personality is increased to 4. The bonus is lost 

if either card is captured or destroyed. 


This isn't a freedom-of-speech issue. This is a decency 
We're closing you down. 

This card may be played by any Straight, Conse: 
Government group which makes (or aids) an attack 
a Media group. It gives an extra +15 Power to that atta 
and makes it 


layed at any time, and counts as the 

¡on for the group it affects. The increased Power takes 
effect immediately. 

je Power for one Fanatic group is increased to 6. Link 
this card to your chosen Fanatic group. 

) player may have more than one Charismatic Leader in play. 


Requires Action 
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Citizenship Award 


This card may be played at any time, and counts as the 

action for the group it affects. The increased Power takes 

effect immediately. 

The Power for one Conservative group is increased to 6. 

Link this card to your chosen Conservative group. S 
No player may have more than one Citizenship Award in 


res Action 


This card permits you to play, from your hand, a 

Irsonality which duplicates one who has been Assassinated. 
Ju may attempt to control that Personality normally. If you 
control the Clone Arrangers, you automatically control the 
new card. The original Personality no longer counts as 
“destroyed” for the goals of whoever killed it. 


Cold Fusion 


Play this card at any time to give +10 Power or y 
Resistance (your choice) to any Science group you control. 

If used with an action, it must be played when that 
action is first declared, and counts only for that action. 
If used for defense, the bonus lasts until the end of the 
current turn, is good for defense only, and does not count — 
toward Goals. 


Combined Disasters 


You may combine two Disasters on the same Place, as 
long as both are eligible to be used on it. Play both of the 
Disaster cards, as well. Pick one Disaster to be the “main” 
'one, and follow all the instructions on its card. Add the 
Power (but none of the other effects) of the other Disaster. 


Commitment 


The Resistance for any one group is increased to 8. Link 
this card to your chosen group. 

Playing this card is a free move and may be done at any 
time, even while its target group is being attacked. The 
target group may belong to any player, or may be one that 
has just been played from a rival's hand. 
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Computer Security 


This card completely negates any Plot card that concerns 
Computers or is used on a Computer group. It may be played 
¡at any time, as long as it is used immediately after the other 
card is played. Using this card costs an action from the 

Network or any Computer group. 


yl 


Requires Network or Computer Action 


Computer Virus 


Play this card immediately after any die roll (by any' 
player). You may change the result of that die roll, 
retroactively, by 2... in either direction, This requires an — 
action from any Science, Space or Computer group: 


Requires Science, Space or Computer Action 


Corruption 


“The black market in relief supplies is growing daily . ...” 

Play this card after Relief has come to a Devastated area. 
¡Corrupt local officials steal the supplies, and no new relief 
may be attempted for that area until after the next turn of 
the person playing this card. 


Counter-Revolution 


Use this card when you play, from your hand, a Natío 
which duplicates a group that has already been destroyed. 
This also requires action(s) by your Illuminati, or by: ño 
Government groups with a combined Power of at least 10. 
You may now play that Nation as though it had never bs 
destroyed. The original Nation no longer counts as 
“destroyed” for the goals of whoever destroyed it! 


Requires Government or Illuminati Action 


Counterspell 


 Suddenly the candles flared brilliantly, and the servitors scat- 
tered. Too late! The altar exploded, and the roof began to sag ... 
Play this card when any Magic Resource is used to attack 
¡you or help an attack on you, in any way. You must use 
ither the action of a Magic group or your Illuminati. That 
Resource is destroyed! Discard the card. 


Requires Magic or Illuminati Action 


Plots A 109 


Cover of Darkness 


The schedule was tight, but they made the switch with 
minutes to spare. Their van was several blocks away when: 
red glow grew behind them and the screaming started. Their 
precious target was safe, 

Play this card immediately after a Gadget or Artifact 
Resource has been destroyed or discarded. It's not 
destroyed after all... . you get ¡t! 


Play this card at any time a Secret group has been 
successfully attacked. That attack becomes a failure, It 
requires an action from another Secret group or your 


luminati. Alternatively, you can use this card to nullify an 
Exposed! card, pulling the group back into hiding, ¡fit is 
played Pnireciatale This is a free move. 


May Require Secret or Illum 


single night, focusing their power on the ley lines all across El 

Play this card when you are entitled to draw either 
or Group cards. You have 30 seconds to look through one 
deck and choose as many cards as you are currently entit 
to draw. You must reshuffle the deck afterward. This costs 
an action from a Magic group. 
Requires Magic Ac 


this card at any time. The Power or Resistance of any 
one of your Bank groups is tripled 
for ¡ts next action or defense. 


Deasil Engine 


Play this card at any time to make any Gadget Resource 
run backwards, destroying itself. lts owner must discard: > 
(But if anyone plays another Deasil Engine immediately, 
they cancel out!) Neither use counts as an action. eE 
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Cc Deep Agent 


You may totally negate the privilege of a privileged 

attack. The attack continues, but the privilege may not be 
reinstated! Playing this card is a free move, but interference 
itself is an action for each group that interferes 


Dictatorship Cc 


Play this card during your turn, on any Nation which you 
control. This is an action for that Nation or its master. The 
target is now a Dictatorship. lt gets +2 Power, It becomes 
Violent, if it was not already. Link this card to the Nation. 


Dollars for Decency 


l Place an Action token on any one Straight group, or on 
"two or more Straight groups whose current Power adds up to 
5 or less. This card may not benefit a group that already has 
“any tokens, or a group which is suffering from any effect that 
prevents it from getting Action tokens, This card may be 
¡played at any time. It requires an action from your Illuminati. 


Double-Cross 


Play this card at any time a rival uses a Plot card to look 
at your hidden Plot cards. Your opponent loses the card 
which let him spy on you, and any actions that powered ik. 
He does not get to look at (or steal) any of your cards after — 
alll : 


Early Warning 


Play this card, as a free move, after any Disaster is 
played. It gives the target +10 to defend against 
that one Disaster. 
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Earth Magic Cc 


Play this card to help protect a Place against a Disaster. 
Using this card lets any Magic groups in play use their 
Action tokens to oppose the attack. 


c Earthquake 


Disaster! 

This is an Instant Attack to Destroy any Place. It does not 
require an action. Its Power is 12 against a Huge Place, 16 
against any other Place. 

If the attack succeeds, the target is Devastated. If the die 
roll succeeds by more than 5, the target is destroyed! 


Eat the Rich! R 


Carefully orchestrating the media, you create an insane 
groundswell of anger, blaming the wealthy and powerful for 
everything. 

This card may be played by any Media group which 
makes an Attack to Destroy against a Group with a Power 
of 6 or more, or aíds that attack. It gives an extra +10 to 
that attack and makes it Privileged. 


R Embezzlement 


Play this card immediately when another player draws a 
Plot card, before he uses it or announces what it is. That 
Plot card becomes yours! But you must discard one other 

Plot card from your own hand, as well 


Requires Plot Discard 


Emergency Powers Cc 


This card may be played at any time, and counts as the 
action for the group it affects. The increased Power takes 
effect immediately. 

The Power for one Government group is increased to 6. 
Link this card to your chosen Government group. 

No player may have more than one Emergency Powers 
in play. 


Requires Action 
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"This is an Attack to Destroy any Place. It does not require 
an action. lts Power is 14. This is not an Instant attack; other 
groups can interfere normally. 

If the attack succeeds, the target is Devastated. This 

attack cannot actually destroy the target. 


Exposed! Cc 


Watch them scatter like cockroaches . ... 

Play this card at any time. It requires the action of any 
Media group with a Power of 4 or more. One Secret group Is 
now exposed. Unless this card is immediately countered, 
that group permanently loses its Secret status! 


Requires Media Action 


n Fight 


Played along with a duplicate card for any Group 

¡controlled by one of your rivals, this gives an extra +5 bonus 
to the attack, and makes that attack Privileged! Using this 
card is not an action, but the attack is. 


The First Thing We Do, R 
Let's Kill All the Lawyers 


Gives a +20 to any Attack to Destroy the Lawyers. The 
player using this card must say solemnly, “Of course, many 
lawyers are very nice people, and they are vital to the 
protection of our freedoms.” Try to keep a straight face. 


U Flower Power 


Place an Action token on any one Peaceful group, or on 

two or more Peaceful groups whose current Power adds up to 
5 or less. This card may not benefit a group that already has 
any tokens, or a group which is suffering from any effect that 
prevents it from getting Action tokens. This card may be 
played at any time. It requires an action from your Illuminati. 


Requires Illuminati Action 
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Fnord! 


Play this card immediately after any die roll you make, 
You may discard that roll and try again. This does not count 


as an action, but you must discard your top Group card, or 
any two Group cards from your hand. 


Foiled! 


You may force any rival to discard one exposed Goal card. 


This card may be used at any time, but requires an action 
from a Media group. 


Requires Media Action 


Forgery up 


Hah! You have been deceived by a clever duplicate ..... but 
we have the real thing! 

This card lets you make an automatic takeover of a 
Resource card from your hand, duplicating any Unique 


resource already in play. 
Your Resource is the real one. The owner of the other 


one must discard it. 


U Freaking the Mundanes 


Place an Action token on any one Weird group, or on two 
or more Weird groups whose current Power adds up to 5 or 
less. This card may not benefit a group that already has any 

tokens, or a group which is suffering from any effect that 

prevents it from getting Action tokens. This card may be 
played at any time. It requires an action from your Illuminati. 


Requires Illuminati Actior 


Full Moon 


Place an Action token on each of your Fanatic groups, 
whether ¡it has one or not, and any other Fanatic group in 
play that you want to benefit! 

This card may be played at any time. It requires an 
action from your Illuminati. 

This card does not benefit groups which are suffering from. 
any effect that prevents them from getting an Action token. 
ion 


Requires Illuminati A 
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ld Fundie Money 


Play this card at any time. It requires action(s) by Conservative 
'group(s) with a total Power equal to the Resistance of the target 
group, doubled if the group is currently Liberal. 1f it is controlled by a 
rival, add bonuses for its closeness to the lllumin: ely, 
one Illuminati action will do the job 

The target group becomes permanently Conservative, If it was 

Liberal, that alignment is lost. Keep this card, with a link to the target. 


Requires Action 


Gang War U 


Place an Action token on any one Criminal group, or on 
two or more Criminal groups whose current Power adds up. 
to 5 or less. This card may not benefit a group that already 
has any tokens, or a group which is suffering from any effect 
that prevents it from getting Action tokens, This card may be 
played at any time. It requires an action from your Illuminati. 


lluminati Action 


George the Janitor 


Boss? Their dumpster was full. 1 got as much as | could...” 
Play this card at any time. It requires an action by one 
group. Pick a rival. That rival must now pick one of his 

hidden Plot cards. Now you decide (without looking) 
whether he must expose that card, or expose 
all his other hidden Plots. 


Requires Action 


Giant Kudzu 


Disaster! 

This is an Attack to Destroy any Place, It does not 
require an action, Its Power is 30 against a Coastal Place, 
against any other Place. This is not an Instant attack; any 
group can use its action to aid the victim (but not the 
Kudzu). If the attack succeeds, the target is Devastated. If 
the die roll succeeds by more than 6, the target Place is 
completely destroyed! 


Good Polls 


Play this card at any time. Until the beginning of your 
next turn, the Power and Resistance for all your groups of 
any chosen alignment is tripled, for defense only. 
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Grassroots Support Cc 


This card may be played at any time, and counts as the 
action for the group it affects. The increased Power takes 
effect immediately. 

The Power for one Straight group is increased to 6. Link 
this card to your chosen Straight group. 

No player may have more than one Grassroots Support 
in play. 

Requires Action 


R Gremlins 


Gremlins do not exist! 

This card can be used to remove the Action token from 
'any Computer group, or to cancel its action ¡f the action was 
'a use ofits Power. Alternatively, play this card to force a rival 
to put one Gadget Resource back in his hand. 


Harmonica Virgins Cc 


Play this card at any time to give +10 Power or 
Resistance (your choice) to any Magic group you control. 
If used with an action, it must be played when that action is 
first declared, and counts only for that action. If used for 
defense, the bonus lasts until the end of the current turn, is 
good for defense only, and does not count toward Goals. 


c Hat Trick 


Play this card immediately after you use a Plot card. 
Discard this card instead, and put the other Plot card back 
into your hand. 

Using this card requires an action from a group with a 
Power of at least 3. 


Requires Action 


Head in a Jar U 


Play this card when one of your Personalities is killed. lt 
takes precedence over any enemy attempt to capture or. 
permanently eliminate the destroyed card. Link this card to 
the Personality. It remains in play, but can never control any 
group that it didn't control before it went in the jar. It gets 
a +10 to defend against any further Assassinations. lt can 
Attack to Destroy, or aid attacks with ¡ts Power, but it's 
doing all its business by telephone . ... 
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Hex 


Play this card at any time except during a privileged 
attack. A Magic Resource controlled by a rival is destroyed, 

Discard its card. This card requires an action by your 
Illuminati, or by a Magic group with a Power of 3 or more. 


Requires Magic or Illuminati Action 


Hidden Influence 


The group of your choice now has Global Power equal 
its regular Power. Link this card to the group. This require: 


an action from your Illuminati. 1t may be played at any 
time. 


Requires Illuminati Action 


Hit and Run 


Assassination! 

This is an Instant Attack to Destroy any Personality, at 
any time. It does not require an action. Its Power is 10. A 
single Fanatic group may use its action for this attack, and 
add ¡ts own Power, 


This card may be played immediately after any other 
Plot card is played, for any purpose. That card is canceled. 
Both cards are discarded. Use of this card requires action(s) 
by group(s) with a total power of at least 6. You must also. 
discard your own top undrawn Plot card. 


Requires Action and Discard 


Hurricane 


Disaster! 

This is an Instant Attack to Destroy any Coastal Place. It 
does not require an action. Its Power is 16 against a Huge 
Place, 20 against any other Place. 

If the attack succeeds, the target is Devastated. This 
attack cannot actually destroy the target. 
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I Lied U 


“A lie is an abomination unto the Lord and a very present 
help in time of trouble.” — Adlai Stevenson 

Play this card immediately after you agree to sell or 
trade something . . . groups, Plot cards, whatever, You 
don't have to keep your side of the deal, but the other 
party does. 


Cc Impostor 


This card permits you to play, from your hand, a 

Personality which duplicates one who has been Assassinated. 
You must also spend an action from one group with an 
alignment in common with the Personality. You automatical- 
y control the new card. The original Personality no longer 
counts as “destroyed” for the goals of whoever killed them. 


Rec 


Infobahn C 


Play this card at any time to give +10 Power or 
Resistance (your choice) to any Computer group you control. 
lf used with an action, it must be played when that 
action is first declared, and counts only for that action. 
If used for defense, the bonus lasts until the end of the 
current turn, is good for defense only, and does not count: 
toward Goals. BAENA 0 1 


Interference 


You may interfere with a privileged attack, on either 

side. No other players may interfere unless they use other 
Plot cards or special abilities. Playing this card is a free 
move, but interference itself is an action 

for each group that interferes. 


The Internet Worm 
All the data .. 


it's lost! Lost! 

Pick one of your rivals to suffer your wrath. The top 
three undrawn cards in his Plot deck are discarded. No one 
may look at them. Play this card at any time. It requires an 
action by your Illuminati, or by Computer group(s) with a 
total Power of 3 or more, 


er or Illuminati Action 


res Compu 
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€ Jake Day 


Play this card at any time. It requires action(s) by Weird group(s) 
with a total Power equal to the Resistance of the target group, 
'doubled if the group is currently Straight. If it is controlled by a rival, 
add bonuses for its closeness to the Illuminati. Alternatively, one 
Illuminati action will do the job, 

The target group becomes permanently Weird. If it was Straight, 
that alignment is lost, Keep this card, with a link to the target 


res Act 


Jihad [a 


Play this card at any time to give +10 Power or 
Resistance (your choice) to any Fanatic group you control, 
If used with an action, it must be played when that 
action is first declared, and counts only for that action. If 

used for defense, the bonus lasts until the end of the 
current turn, is good for defense only, and does not count: 
toward Goals. 


Cc Just Say No 


Play this card at any time to give +10 Power or 

Resistance (your choice) to any Straight group you control. 
Ifused with an action, it must be played when that 

action is first declared, and counts only for that action. If 
used for defense, the bonus lasts until the end of the cur- 
rent turn, is good for defense only, and does not count 
toward Goals. 


Ketchup is a Vegetable Cc 


Infiltrating government positions, your agents have deliber- 
ately announced stupid policies, undermining public trust. 

Play this card along with any Attack to Destroy any 
Government group. The attack becomes Privileged, and you 
get a +5 bonus. 


Kinder and Gentler 


Play this card at any time. It requires action(s) by Peaceful 
group(s) with a total Power equal to the Resis 
'group, doubled if the group is currently Violent. | 


za rival, add bonuses for its closeness to the Illuminati. Alternatively, 
one Illuminati action will do the job. 

The target group becomes permanently Peaceful. If it was Violent, 
that alignment is lost. Keep this card, with a link to the target. 


5 A 
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Let's Get Organized € 


Play this card during your turn, on any Group card that 
has fewer than three outgoing control arrows. This is an 
action for that group or ¡ts master. You must control the 
target. The target group gains an extra control arrow, on 
either the end or the side of the card. Place this card under- 
neath it, with an arrow showing, to provide the new arrow. 
Duplicates of this card may not be used on the same group. 


Requires Action 


U Let's Get REALLY Organized 


Play this card during your turn, on any Group card that 

has one or two outgoing control arrows. This is an action for 
that group or its master. You must control the target. The 
target group now has three outgoing control arrows, Place 
this card underneath it to provide the new arrows, or link 
this card to it to indicate that there are now three arrows. 


Requires Action 


Let's You and Him Fight R 


You instigate a feud among the agents of the enemy, and: 
they obligingly eliminate each other. 

Pick a rival and draw two Groups randomly from his hand. 
Choose one for him to discard; the other is returned to his 
hand. (For purposes of this card, Resources count as Groups.) 
If your victim has only one Group card, he loses it. Play this 
card at any time. It requires an action by your lluminati, 


Requires Illuminati Action 


6 Liberal Agenda 


Play this card at any time. It requires action(s) by Liberal 
group(s) with a total Power equal to the Resistance of the target 
'group, doubled if the group is currently Conservative, If it is con- 

trolled by a rival, add bonuses for its closeness to the Illuminati. 
Alternatively, one Illuminati action will do the job. 

The target group becomes permanently Liberal. If it was Conservative, 
that alignment is lost. Keep this card, with a link to the target. 


Requires Action 


Logic Bomb R 


Pick one rival. You may look at all his hidden Plot cards, 
and choose one to take for yourself ..... but you must 
expose that card. Play this card at any time. It requires an 
action by one group with a Power of 6 or more. 


Requires Action 
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Cc March on Washington 


Play this card along with a Plot card that requires an 

action or actions. This card substitutes for any one action of 
¡a Power of 6 or less, from any Alignment or Attribute, 
though not an !lluminati action. However, you must discard 
the top undrawn Plot card from your own deck. You may 
March On Washington only once per turn. 


Requires Discard 


This card may be used at any time. Remove the Action 
tokens from any one Corporate group (if you choose) and: 
any or all Bank groups. This does not count as an action, 


Martial Law 


Play this card at any time to give +10 Power or 
Resistance (your choice) to any Government 

group you control. 

If used with an action, it must be played when that 

action is first declared, and counts only for that action. 
Ifused for defense, the bonus lasts until the end of the 
¡current turn, is good for defense only, and does not count 
toward Goals. 


Martyrs Cc 


Play this card at any time to give +10 Power or 
Resistance (your choice) to any Peaceful group you control. 
If used with an action, it must be played when that 
action is first declared, and counts only for that action. 
If used for defense, the bonus lasts until the end of the 
current turn, is good for defense only, and does not count 
toward Goals. 


R Mass Murder 


A shocking news story distracts all media, and by the time ¡t 
runs ¡ts course, the public has forgotten all about . ... what WAS 
that issue, anyway? 

Remove all Action tokens from any or all Media groups in 
play (your choice), and cancel any just-taken actions by Media 
groups. Play this card at any time. It requires an action by 
your Illuminati, or by Media group(s) with a Power of 5, 


Requires Media or Illuminati Action 
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Media Blitz (dl 


Use this card when you play, from your hand, a card 
which duplicates a Group that has already been destroyed. 
You must spend an action by a Media group. You may now 
play that Group card as though it had never been: 
destroyed. The original Group no longer counts as 
“destroyed” for the goals of whoever destroyed it! This card: 
cannot help a Personality who was Assassinated. 


Requires Media Action 


R Media Connections 


The group of your choice becomes a Media group, if it 

Wwas not already one, with Global Power equal to its regular 
Power. Link this card to the group. This requires action(s) 
from Media group(s) with a total Power of 6 or more. It may 
be played at any time. 


Requires Media Action 


Play this card at any time except during an attack. Link t: 
to any Personality you control. That person is hailed as the 
Messiah by millions worldwide! The new Messiah's Power 
and Resistance are both increased by 4, plus 2 more for 
every Church you control at any given time ... . Only one 
Messiah can be in play at a time. 


U Meteor Strike 


Disaster! 

This is an Instant Attack to Destroy any Place. It does not 
require an action. Its Power is 16. If the attack succeeds, the 
target is Devastated. If the die roll succeeds by more than 4, 
the target is completely destroyed! 


Miracle Diet Plan Cc 


Over 2,000,000 copies sold! Get yours today! 
This card may be played at any time except during an' 
attack, and counts as an action for a Media group. Triple the: 
Power of the next action of any one Science group you now 

control. And remove the Action token(s) from any rival 
group (except an Illuminati), as the weird chemicals in your 
diet pills turn their minds to jelly ..... 


Requires Media Action 
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Play this card after any type of Assassination. It becomes 
an automatic failure. Through the kind of coincidence that 
seems to happen around the Illuminati, an innocent 

2) bystander meets a weird and messy death, while the target 
goes happily about his business . ... 


Mob Influence cl 


This card may be played at any time, and counts as the 
action for the group it affects. The increased Power takes 
effect immediately. . 

The Power for one Criminal group is increased to 6. Link 
this card to your chosen Criminal group. 

No player may have more than one Mob Influence in play. 


This card may be played at any time, and counts as the 
action for the group it affects. The increased Power takes 
effect immediately. 

The Power for one Corporate group is increased to 6. 
Link this card to your chosen Corporate group. 

No player may have more than one Monopoly in play. 


Requires Action 


Mothers' March 


Play this card when any Attack to Destroy is successful. 
The attacker must try the roll again immediately, at a -4 
penalty. No player may do anything else to change the 
strength of the re-rolled attack. Use of this card requires an 
action by any group with a Power of at least 3, 


U Murphy's Law 


Everything that can go wrong, will. 

Play this card immediately after any die roll (by any 
player). That roll is immediately changed, retroactively, to a 
12. This requires all Action tokens currently on your 
Illuminati (a minimum of 11) 


ires All 1 


UB ¡ Actions 
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Mutual Betrayal 


Play this card at any time. This card requires an action: 
by one group. Pick one rival. You may look at all of his 
hidden Plot cards. After looking, you may expose any or all 
of them, as long as you also expose an equal number of 
your own Plots. 


Requires Action 


Nationalization 


Play this card at any time. It requires action(s) by Government 
¡group(s) with a total Power equal to the Resistance of the target 

| group, doubled if the group is currently Corporate. If it is controlled 
by a rival, add bonuses for its closeness to the Illuminati. 
Alternatively, one Illuminati action will do the job. 

The target group becomes permanently Government, If it was 
Corporate, that alignment is lost. Keep this card, with a link to the target. 


Requires Action 


Never Surrender 


Playing this card is a free move and may be done at any 
time, even while its target group is being attacked. The: 
target group may belong to any player, or may be one that 
has just been played from a rival's hand. The Resistance for 
one Fanatic group is increased to 12. Link this card to your 
chosen Fanatic group. 


New Blood 


This card may be played at any time, and counts as the 


“action for the group it affects. The increased Power takes 
effect immediately. 

The Power for one Violent group is increased to 6. Link 

this card to your chosen Violent group. 

No player may have more than one New Blood in play. 


quires Action 


New Federal Budget 


Place an Action token on any one Government group, or 
on two or more Government groups whose current Power 
adds up to 5 or less. This card may not benefit a group that 


already has any tokens, or a group which is suffering from 
añ effect that prevents it from getting Action tokens. 

card may be played at any time. It requires an 
sion from your Illuminati. 


Requires Illu 
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R Nice Idea. It's Mine Now. 
O _— TORRE 


"This card may be used on any rival who has an exposed 
E Goal card. It may be used only on your turn, and requires an 
action from your Illuminati group. Take his Goal card and 
put it in front of you, exposed. It's yours now. 


ninati Action 


Nobel Peace Prize Cc 


This card may be played at any time, and counts as the 
action for the group it affects. The increased Power takes 
effect immediately. 

The Power for one Peaceful group is increased to 6. Link 
this card to your chosen Peaceful group. 

No player tay have more than one Nobel Peace Prize in play. 


Nuclear Accident 


Disaster! 

This is an Instant Attack to Destroy any Place. It does not require 
an action. lts Power is 14 against a Huge Place, 

18 against any other Place. 

If the attack succeeds, the target is Devastated, If the die roll 
succeeds by more than 4, the target is completely destroyed! 
"The Nuclear Power Companies lose their Action token(s) when 
this card is played on any Place, 


An Offer You Can't Refuse R 
¡$ —->__________—__J—_  _—— 


Play this card at the beginning of your turn. You may 
draw two extra Plot cards . . . not from your deck, but from: 
the deck of a rival! Or you may take one card each from two. 
rivals' Plot decks. To do this, you must give up your chance 
to draw any Group cards this turn. 


Draw No Group Cards This Tu 


R Opportunity Knocks 


They thought they were safe. They were wrong. 
Play this card after a rival plays a Group from his own 

hand, fails to take it over, and discards it. You may make a 
¡single attack, out of turn, to control or destroy that group — 
ata +5 bonus! You may use whatever Action tokens and 


Plot cards you have at the moment, and other players may 
aid you if they choose. After the attack is resolved, your 
rival resumes his turn. 
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The Oregon Crud 


Disaster! 

This is an Instant Attack to Destroy any Place except a 
Huge one. It does not require an action. Its Power is 24. If. 
the attack succeeds, the target is Devastated, If the die roll 
succeeds by more than 10, the target is completely 
destroyed! 


lay this card immediately when a rival plays a duplicate 
Sr any Group you control. You have bought the loyalty 
of the dissident faction that your rival was courting. He 

must discard his duplicate Group card. 


Plague of Demons 
Disaster! 

This is an Instant Attack to Destroy any Place except a Huge om 
You must spend an action from a Magic group. The Power of the 
attack is 10, plus the Power of the group summoning the demons, 1f 
the attack succeeds, the target is Devastated, If the die roll succeeds 
by more than 5, the target is completely destroyed! Alternatively, 
spend this card for +10 to destroy any Magic group. 


May Require Magic Action 


Place an Action token on any one Liberal group, or on 


or more Liberal groups whose current Power adds up to 
less. This card may not benefit a group that already has 
“any tokens, or a group which is suffering from any effect 
'prevents it from getting Action tokens. This card may be 
d at any time. It requires an action from your Illuminati. 


Requires Illuminati Action 


Assassination! 

This is an Instant Attack to Destroy any Personality, at 
any time. It does not require an action. lts Power is 8. A 
single Criminal or Magic group may use its action for this 
attack, and add ¡ts own Power. This card is only Magic if 
used by a Magic group. 
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Cc Power Corrupts 


Play this card at any time. It requires action(s) by 

¡Criminal group(s) with a total Power equal to the Resistance 
of the target group. If it is controlled by a rival, add bonuses 
for its closeness to the Illuminati. Alternatively, one 
Illuminati action will do the job. 

The target group becomes permanently Criminal. Keep 

this card, with a link to the target. 


Requires Action 


Power Grab C 


Play this card on your turn, immediately after your 
automatic takeover. You may make another automatic 
takeover of any Group or Resource, Your turn ends immediate- 
ly; you get new Action tokens, but you may do nothing else. 


Ends Turn 


Play this card at any time. It requires action(s) by Corporate 
'group(s) with a total Power equal to the Resistance of the target 
group, doubled if the group is currently Government. If it is con- 
trolled by a rival, add bonuses for its closeness to the Illuminati. 
Alternatively, one Illuminati action will do the job. 

The target group becomes permanently Corporate. If it was 
Government, that alignment is lost (and ¡fit was a Dictatorship, it is 
no longer). Keep this card, with a link to the target. 


Requires Action 


Privileged Attack Cc 


Play this card when you make any attack. That attack is 
now Privileged; no one except you and the target player (if 
any) can aid either side. Your Illuminati, or a Secret group, 
must participate in the attack or spend an Action token. 


May Require Action 


Cc Pulitzer Prize 


Play this card at any time to give +10 Power or 

Resistance (your choice) to any Media group you control. 
If used with an action, it must be played when that 
action is first declared, and counts only for that action. 
Ifused for defense, the bonus lasts until the end of the 
¡current turn, is good for defense only, and does not count 
toward Goals. 
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Purge 


This card may be played at any time during your turn, as. 
an action for the group that uses it, It can be used in two 
ways: Used by your Illuminati, it destroys all Agent cards cur- 
rently in play which duplicate your own Illuminati group. Used: 
by another group, it reduces the group's Power and Global 
Power by 1, but makes it permanently immune to duplicate 
Group cards played by rivals. Link this card to the group. 


Requires Action 


4 


Rain of Frogs 


This is as an Instant Attack to Destroy any Place. It does 
not require an action. Its Power is 10 against a Place of any 
“size, plus 4 for each Frog God the target player has in play. 
IfFthe attack succeeds, the target is Devastated. If the die roll 
succeeds by more than 6, the target is 

completely destroyed! 


Reach Out ... R 


Remove all Action tokens from the Groups (but not the: 
Resources) of any one of your rivals. You must also remove 
any remaining Action tokens from your own groups. You 
may play this card only at the end of your turn. It requires 
an action by your Illuminati. 


Requires Illuminati Action 


FE Read My Lips 


A public figure appears on national TV 

and talks his way out of everything! 

3 Play this card after a successful Attack to Control or 
¡Destroy any of your Personalities, except for an Assassination. 
The attack becomes a failure. 


Red Scare U 


Place an Action token on any one Conservative group, or 
on two or more Conservative groups whose current Power 
adds up to 5 or less. This card may not benefit a group that: 
already has any tokens, or a group which is suffering from' 
any effect that prevents it from getting Action tokens. This: 
card may be played at any time. It requires an action from 
your Illuminati. 


Requires Illuminati 
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mu - Reload! 


Place an Action token on any one Violent group, or on 

two or more Violent groups whose current Power adds up to 
Sor less. This card may not benefit a group that already has 
any tokens, or a group which is suffering from any effect 
that prevents it from getting Action tokens. This card may be 
played at any time. It requires an action from your Illuminati. 


uires llluminati Action 


Req 


You may completely reorganize your entire Power: 
Structure. You may play this card at any time during your" 
own turn. It requires an action from your Illuminati. 


Requires Illuminati Action 


R Resistance is Useless! 
0 dad 


For the rest of the current turn, the target group's 
Resistance is O. The target also gets no Resistance bonus 
from ¡ts master's alignments or special abilities. But 
proximity to its ruling Illuminati still gives the normal +5 or 
+10. This card must be played by a Media group, and counts 
as that group's action. 


Requires Media Action 


Revolution! Uu 


The rebels are in the hills! They have outside support! They 
have photocopiers! 

Play this card with any attack, either to destroy or 
control, against a Nation. It gives a +10 bonus to the attack, 
or a +20 bonus against a Dictatorship. Playing this card 
requires an action by a group other than those actually 
attacking the Nation. 


R Rewriting History 


Any one alignment of any destroyed group may be 
retroactively added, removed, or reversed. This can affect 
any Goal which involves destroying a certain number of 

¡groups of some alignment! Play this card at any time. It 

requires an action by your Illuminati, or actions by Media 
groups with a total Power of at least 8. 


Requires Media o 


inati Action 
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Sabotage R 


Use this card when a rival plays a Group for an automatic 
takeover. He must return that Group to his hand. He cannot 
make an automatic takeover that turn. Playing this card 
requires action(s) from either your Illuminati, or group(s) with: 
total Power of 6 or more — at least one of which shares an: 
alignment with the Group that your rival is trying to control. 


Requires Action 


Save the Whales 


Play this card at any time to give +10 Power or 

Resistance (your choice) to any Green group you control. 
Ifused with an action, it must be played when that 

action is first declared, and counts only for that action. 

If used for defense, the bonus lasts until the end of the 
current turn, is good for defense only, and does not count 
toward Goals. 


Savings $ Loan Scam UÚ 
Play this card at any time. Using this card is an action for 


one group. Discard this card and draw three Plot cards from 
your deck. 


Requires Action 


RR Scandal 


You may play this card at any time except during an 
attack. It requires an action by a Media group with Power of 
2 or more. Choose a rival, and remove all Action tokens 
from his Groups of any one alignment. The alignment must 
be shared by the Media group that uses the card. 


Requires Media Action 


The Second Bullet c 


Play this card immediately after you fail a roll to destroy. 
If any of your other groups still have Action tokens and 
were eligible to participate in the attack, you may spend 
their action(s) to add enough Power to make the attack 
succeed. 


==] 
| 


130 A Plots 


U Secrets Man Was Not 
Meant to Know 


This card may be played immediately after any other Plot 
card is played, for any purpose. That card has no effect. Both 
cards are discarded. To use this card, you must either spend all 
Action tokens on your Illuminati (minimum of 11), or discard 
your top two undrawn Plot cards without looking at them! 


Requires Discards or All Illuminati Actions 


Seize the Time! U 


Play this card at the beginning of any other player's turn, It 
becomes your turn instead. After your turn is over, the turn passes 
back to the player whose turn you interrupted (unless someone won). 
During your special turn, all your groups except your Illuminati get 
Action tokens, but you may not draw any cards for any reason, or play: 
any Plot card. You must spend your Illuminati action to use this card. 

No player may use this card more than once in a gamel This card 
may not be used until each player has finished his first turn. 


Requires Illuminati Action 


Self-Esteem 


This card may be played at any time, and counts as the 
action for the group it affects. The increased Power takes 
effect immediately. 

The Power for one Liberal group is increased to 6. Link 
this card to your chosen Liberal group. 

No player may have more than one Self-Esteem in play. 


Requires Action 


Senate Investigating R 
Committee 


Play this card at the beginning of any other player/s turn. He may 
draw cards and place Action tokens, but can do nothing else, This 
card requires the action of a Government group with a Power of at 
least 5. It cannot affect the Discordians! No player can be hit by more 
than one Senate Investigating Committee in a single game... +1f 
someone tries a second time, the card has no effect and ¡is discarded. 


Requires Government Action 


Slush Fund 


Play this card at any time to give +10 Power or 
Resistance (your choice) to any Conservative 

group you control. 

If used with an action, it must be played when that 
action is first declared, and counts only for that action. 
If used for defense, the bonus lasts until the end of the 
current turn, is good for defense only, and does not count 
toward Goals. 
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Sniper U 


Assassination! 

This is an Instant Attack to Destroy any Personality, at 
any time. It does not require an action. Its Power is 10, A. 
single Government group may use its action for this attack, 
and add its own Power. 


R Spasm of Violence 


By playing this card, you may combine two Assassinations 
on the same target! You must play both of the Assassination 
cards, as well. Pick one of the Assassinations to be the 
“main” one, and follow all the instructions on its card. Add 
the Power (but none of the other effects) 

of the other Assassination. 


The Stars Are Right R 


Play this card on your turn. You may spend your 
Illuminati action, or the action(s) of Magíc groups with al 
Power of at least 4, to make an automatic takeover of any 
Resource from your hand. 


Requires Magic or Illuminati Action 


Cc Stealing the Plans 


Play this card immediately after someone else discards a 
Plot card, whether or not they actually used it. Take the Plot 
¡card just discarded, and add it to your own hand. This costs 

an action from a group with Power of 3 or more. 


Requires Action 


Stock Split Cc 


Play this card at any time to give +10 Power or 
Resistance (your choice) to any Corporate group you 
control, 

If used with an action, it must be played when that 
action is first declared, and counts only for that action. 

If used for defense, the bonus lasts until the end of the 
current turn, is good for defense only, and does not count 
toward Goals. 
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Straighten Up 
PL eel 
Play this card at any time. It requires action(s) by Straight 

'group(s) with a total Power equal to the Resistance of the target 
"group, doubled if the group is currently Weird. IFit is controlled by a 
rival, add bonuses for its closeness to the Illuminati. Alternatively, one 
lluminati action will do the job. 

The target group becomes permanently Straight. If it was Weird, 
that alignment is lost. Keep this card, with a link to the target. 


Requires Action 


Sucked Dry and Cast Aside! 7 


Multiply the Power of one of your groups, except the 
Muminati, by 4... for one action only. It is then considere 
destroyed, but does not count toward any Goal. 


Discard all New World Order cards now in play. This 
requires the action(s) of Media groups with a combined 
Power of at least 6. These groups may belong to more than 
one player! This card may be played at any time. 


Requires Media Action 


Sweepstakes Prize 


You may already be a winner ..... Y 
One of your Personalities has become unbelievably rich. — q py Y 

Link this card to them. They now have a permanent +4. al 

bonus on any direct Attack to Control they make. No pl 

may have more than one Sweepstakes Prize in play. 


Swiss Bank Account 


y Play this card at any time to give +10 Power to your 
Muminati for a single direct attack. This cannot be used for 
Global Power. 
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Talisman of Ahrimanes c 


This card may be played only after any type of 
Assassination. It becomes an automatic failure. Then link this 
card permanently to the card it protected. That Personality 
now has an extra +2 against any further attack to destroy 
. + . or +10 against any further Assassination, 1f the 
Personality is killed anyway, the Talisman is lost. No more 
than one Talisman of Ahrimanes can be in play at one time. 


Tax Breaks 


Place an Action token on any one Corporate group, or on 
two or more Corporate groups whose current Power adds up 
to 5 or less. This card may not benefit a group that already 
has any tokens, or a group which is suffering from any effect 
that prevents it from getting Action tokens. This card may be 
¡played at any time. It requires an action from your Illuminati. 


Requires Illuminati Action 


Terrorist Nuke G 


Play this card at any time to give +10 Power or 
Resistance (your choice) to any Violent group you control. 
If used with an action, it must be played when that 

action is first declared, and counts only for that action. 

If used for defense, the bonus lasts until the end of the 
current turn, is good for defense only, and does not count 
toward Goals. 


Tidal Wave 


Disaster! 
This is an Instant Attack to Destroy any Coastal Place. It 
does not require an action. Its Power is 20 against a Huge 
Place, 24 against any other Place. 

Ifthe attack succeeds, the target is Devastated. If the die 
roll succeeds by more than 10, the target is destroyed! 


Time Warp R 


Let' try that again, shall we? 

Play this card immediately after any successful die roll by! 
any other player. That player must roll again! However, they 
also get to draw a Group card. 
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Tornado 


Disaster! 

This is an Instant Attack to Destroy any Place except a 
Huge one. It does not require an action. Its Power is 12. 
If the attack succeeds, the target is Devastated. If the die 
roll succeeds by more than 4, the target is 

completely destroyed! 


Unlucky 13 


Play this card on a rival at the very beginning of his 
turn. He can draw no Plot cards, for any reason, until after: 
his current turn ends. This requires an action from a Magic 


group. 


Requires Magic Action 


“There is a secret of our cabal that even you of the Twelfth 
Circle have not known . ... until now... .” 

Play this card at any time, along with an Illuminati card 
from your hand. The new card becomes your Illuminati 
group, changing your powers and goals! The old card is 
discarded. If you already had an Agents card for the new 
Illuminati type, that card is lost. 


Upheaval 


Worldwide riots continue for a third week, with no sign of 
abatement ... 

Each player must choose one group from his Power. 
Structure and discard it. These do not count as “destroyed” 
for anyone's victory conditions. This card may be played at: 
any time, but only after all players have completed their 
first turns. It requires an action by your Illuminati. 


Requires Illuminati Action 


U Volcano 


Disaster! 

This is an Instant Attack to Destroy any Place except a 
Huge one. It does not require an action. Its Power is 18. If 
the attack succeeds, the target is Devastated. If the die roll 
succeeds by more than 2, the target is 

completely destroyed! 
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Volunteer Aid 


Gives one Place a +6 to defend against any Disaster. 1f 
the Place is still devastated by the Disaster, it automaticall 
gets Relief at the beginning of its owner's next turn. Playi 
this card is a free move. 


Voodoo Economics 


Play this card during your own turn, just after you place Action 
1ns. You must spend your Illuminati action. Discard up to ten Plot 
'cards from the top of your deck, removing them permanently from 
lay. For each one you discard, you may place one extra Action token 
“on one of your own Groups, except your Illuminati. No Group may 
¡et more than one extra Action token from this card. No player may 
use this card more than once in a game. 


Requires Illuminati Action and Discard 


Vultures 


Capitalizing on the disorder caused by a rival's attack, you 
subvert key personnel. Soon you will make your own move ++ 

Play this card after a rival plays a Group from his own 
hand, fails to take it over, and discards it, Place the 
discarded Group card in your own hand! 


The Weak Link 


The enemy treasure was well guarded . . . so you studied the keepers 
and found one with a fatal weakness . .. 

y AResource Artifact or Gadget owned by a rival is destroyed. 
Discard its card. Play this card at any time except during a privileged 
“attack. It requires an action by your Illuminati, or Science, Magic or 
Computer groups with a combined Power of at least 6. 


Requires Science, Magic, Cor 


ter, or 
Illuminati Action 


The Weird Turn Pro 


“When the going gets weird, the weird turn pro.” S 
— Dr. Hunter $. Thompson 3 
This card may be played at any time, and counts as the action for 
the group it affects. The increased Power takes effect immediately. 
The Power for one Weird group is increased to 4. Link this card 
to your chosen Weird group. 
No player may have more than one The Weird Turn Pro in play. 


Action 
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ering Campaign 


is card requires an Action from a Media group. It gives 
15 in any Attack to Destroy a Personality, or +10 in any 
tack to Destroy any other Group. It cannot be used with 


Assassinations or Disasters. If a Whispering Campaign 
icceeds against a Personality, he is considered destroyed, 
'not dead — just permanently out of public life. Thus, he 

cannot be returned to play by any means! 


Requires Media Action 


Withering Curse 


Assassin: n! 

This is an Instant Attack to Destroy any Personali! 
any time. It does not require an action. Its Power is 
single Magic group may use its action for this attack, 
add its own Power. This attack is Magic. 


Play this card at any time to give +10 Power or 
lance (your choice) to any Nation you control. If used 
with an action, it must be played when that action is first 
declared, and counts only for that action. If used for 
"defense, the bonus lasts until the end of the current turn 
and does not count toward Goals. 


STUPID INWO 'TRICKS 
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The ullMate ainis of the Secret Masters 
are shrouded in mystery 


The Corporate Masters 


Any Corporate group with a Power of 4 or more counts 
double toward your total number of groups controlled. 


Criminal Overlords 


The law, in its majestic equality, forbids the rich as 
the poor to sleep under bridges, to beg in the streets, ant 
steal bread.” 
— Anatole France P 
Any group that is both Violent and Criminal counts” 
double toward your total number of groups controlled. 
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. Fratricide 


Remember: Defeat is worse than death, because you have to 

live with defeat. 

Destroy two other Illuminati groups! To destroy an 
uminati, you must remove its last puppet. You may do this 
yourself, or you may help someone else to do it, Any kind of 
help counts... adding Power to an attack, or using a Plot 
¡card or special ability. This Goal cannot be combined with 
any way. 


Hail Eris! Cc 


Are they really Discordians? Who knows? 
Any Weird group with a Power of 3 or more counts 
double toward your total number of groups controlled. 


dl The Hand of Madness 


Destroy Peaceful groups, and control Violent groups, in 
any of the following combinations: 

Destroy 2 Peaceful, control 6 Violent 

Destroy 3 Peaceful, control 5 Violent 

Destroy 4 Peaceful, control 4 Violent 

Destroy 5 Peaceful, control 3 Violent 

Destroy 6 Peaceful, control 1 Violent 

This Goal cannot be combined with other Goals in any way. 


Kill for Peace R 


Destroy Violent groups, and control Peaceful groups, in: 
any of the following combinations: 

Destroy 2 Violent, control 6 Peaceful 

Destroy 3 Violent, control 5 Peaceful 

Destroy 4 Violent, control 4 Peaceful 

Destroy 5 Violent, control 3 Peaceful 

Destroy 6 Violent, control 1 Peaceful 

This Goal cannot be combined with other Goals in any way. 


Let Them Eat Cake! 


Destroy Liberal groups, and control Conservative groups, 
in any of the following combinations: 

Destroy 2 Liberal, control 6 Conservative 

Destroy 3 Liberal, control 5 Conservative 

Destroy 4 Liberal, control 4 Conservative 

Destroy 5 Liberal, control 3 Conservative 

Destroy 6 Liberal, control 1 Conservative 

"This Goal cannot be combined with other Goals in any way. 
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Power for Its Own Sake 


Control groups with a total Power of 50, incl 
Illuminati group. 


Power to the People 


iservative groups, and control Liberal groups, in 
A any of the following combinations: 
Destroy 2 Conservative, control 6 Liberal 


Destroy 3 Conservative, control 5 Liberal 
Destroy 4 Conservative, control 4 Liberal 
Destroy 5 Conservative, control 3 Liberal 
Destroy 6 Conservative, control 1 Liberal 

annot be combined with other Goals in any way. 


gainst the Wall 


Destroy Government groups, and control 
groups, in any of the following combination: 
Destroy 2 Government, control 6 Violent 
Destroy 3 Government, control 5 Violent 
Destroy 4 Government, control 4 Violent 
Destroy 5 Government, control 3 Violent 
Destroy 6 Government, control 1 Violent 
This Goal cannot be combined with other Goals 


STUPID INWO' 


Unmaskod! cards in you deck, and u dozon os so 
E cards. Whenever ys got tho chanco, chango the 
Illuminati you's playing. ihat thoy do 

opposants may go up onuah 
e 


im. (This ie good way to test a munchin 
mt soil No Vol 


140 4 


A Thousand Points of Light 


We'll have to put something in the water+ 
Paranoia is reduced, and good feelings increase to A 
thoroughly unnatural extent. Opposed alignments ño 
longer give the standard +4 bonus to destroy orthez4! 
penalty to control. 
This card replaces any Blue NWO card in playa 


igger Business 


Increase the Power of all Corporate groups by 2. 
Increase the Power of all Conservative groups by 2. 
Increase the Power of all Conservative 

Corporate groups by 3. 

This card replaces any Yellow NWO card in play. 
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Chicken in Every Pot 


World trade ¡s thriving. Everybody ¡is rich and happ, 
Increase the Power of all Banks and all Coastal Pl 
2. Decrease the Power of all Violent groups by 1. 
This card replaces any Blue NWO card in play. 


Don't Forget to Smash 
the State 


Distrust of government is at an all-time high, 

and society is crumbling. 

Reduce the Power of all Government groups by 3. 
Reduce the Power of all Straight non-Government 
groups by 2. 

This card replaces any Yellow NWO card in play. 


A crippling energy shortage affects power blocs d 
Reduce the Power of all Corporate groups by 2. 
Reduce Power and Resistance of all Green groups 
This card replaces any Blue NWO card in play. 


on any attempt to control, and -8 on any attempt to 
"destroy. The reverse is true for opposed alignments. 
B This card replaces any Blue NWO card in play. 


Gun Control U 


Increase the Power of all Violent Government 
groups by 3. 
Increase the Power of all Criminal groups by 1. 
This card replaces any Red NWO card in play. 
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Law and Order 


Increase the Power of all Conservative groups by 2. 
Increase the Power of all Straight groups by 2. 
Increase the Power of all Straight Conservative 

groups by 3. 
This card replaces any Yellow NWO card in play. 


Military-Industrial Complex [a E 


Government and corporate interests have become nearly ME ñ 
identical. The Corporate alignment no longer exists for any 
purposes except Goals. All Corporate groups are now 
considered Government for all purposes except Goals. 
Cards and special abilities which specifically affect or 
require Corporate groups are now useless. 

This card replaces any Yellow NWO card in play. 


Peace in Our Time 


Increase the Power of all Peaceful groups by 1, or by 3 
against an attempt to destroy. 

The Resistance of all Peaceful groups is increased by 3 
while they are part of a Power Structure. 

Reduce the Power of all Violent or Criminal groups by 1. 
This card replaces any Red NWO card in play. 


Political Correctness U 


Good thoughts are now required. 

Increase the Power of all Liberal groups by 3. 

All Conservative groups with a Power of O or 1 become 
Criminal as well. 

This card replaces any Red NWO card in play. 


Solidarity 


“We must all hang together, or assuredly 

we shall all hang separately.” 

— Benjamin Franklin, at the signing 

of the Declaration of Independence 

Double the Resistance of all groups. 

This card replaces any Red NWO card in play. 
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Tax Reform R 


In other words, “tax increase.” No government ever took its 
hand out of your pocket unless it had hold of your wallet. 

The IRS can now tax one Plot card from each player, at 
the beginning of its own turn, taking the top card from: 
their decks. The IRS gets a +10 to all defenses while this 
card is in effect. 

This card replaces any Red NWO card in play. 


ly desperate populations are hunting whales, setting 
, and strip-mining for scarce resources. The envi- 


Iroups lose their Action tokens and cannot get 
new ones or use their special abilities! 

¡ps which are Liberal and/or Nations have their 
Power reduced by 2. 

This card replaces any Blue NWO card in play. 


World War Three R 


Any Nation making a direct Attack to Destroy against 
another Nation has tripled power. If it succeeds, the 
attacking Nation gets a Plot card and another Action token 
immediately! If it fails, the attacker is destroyed, and counts 
toward victory conditions of the defending player. 

This card replaces any Yellow NWO card in play. 


STUPID INWO' RICKS 


convention, or just for tho hook of it, 


465: For a demonstration game at a ml alero 


everjono can dress as their Uluminati. Roleplay it. 
you all have custom Aokcons and links (p.- 5). 

just foiling an attack. For instanoo, 

Mi /s Law has moro uses than just folling , 

lay it bsgabd uses the Necronomicon. Poot .- toro . the a 
pá Or play it to mako Elizo rash, or to turn a Suívido Squad success 


dismal failure. [The as pmatio 12 from Murphy. Law counts as a Ó, since thal's 
. putomatio 1 lurphy s » 
( 


il blo roll listed on EF 
Di patri trek vb ot card that chango th dio poll, llo WLTCH. 


+7: Go to your store and bog tham for 
boxes tho starters and boostecs como In. 
and storing cards. 


their empty POP displays -- the 
Thoy/ro just tho right size for sorting 
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Cuesiin is an ancient pastime; so is the study of conspiracy. Secrecy in 


itself is harmless, but it always attracts attention. Often it breeds paranoia, 


and even persecution which can, perhaps, turn the secret group into 


something that should be feared. 


And many “known” secret groups are powerful indeed! Try to envision the 
criminal world without the Mafia, the American civil rights movement without 
the Ku Klux Klan, or an American college campus without Greek-letter societies. 
An estimated 15 million Americans are involved in secret (or at least secretive) 


groups of one kind or another, 


A number of excellent sources are available for those wishing more informa- 
tion about (a) the Illuminati; (b) people who believe in them; and (c) people 
who enjoy leaving false trails to confuse people who believe in the Illuminati. 

Any good encyclopedia will include articles on the historical Society of 
Assassins, Bavarian Illuminati and Freemasonry, and the connections, known and 


speculative, between them. 


Fiction (or is it?) 

The Illuminatus! trilogy, by Robert Shea and 
Robert Anton Wilson, is required reading for 
any conspiracy buff. Wilson is this century's 
foremost public authority on the Illuminati, 
though his books conceal their information 
within great masses of humor, lies and philo- 
sophical speculation. His Schródinger's Cat trilo- 
gy is entertaining but relatively uninformative. 
Cosmic Trigger (Final Secret of the Illuminati) is 
scientific/philosophical commentary, laced 
with discussion of conspiracy and Strange 
Coincidence. Masks of the llluminati is fictional- 
ized history (or historicized fiction). 

The Crying of Lot 49, by Thomas Pynchon, is 
a classic study of alienation (and a lot of fun!). 
If one accepts the Illuminati, can the sinister 
minions of Tristero be far behind? What 
Pynchon does not say here is far more impor- 
tant than what he does. 

More recently, Foucaults Pendulum, by 
Umberto Eco, graphically ¡llustrates the dan- 
gers of looking too deeply into conspiracy the- 
ory. Highly recommended. 


Fiction (we're sure about 


these) 

A very early piece of conspiracy literature is 
the Protocols of the Elders of Zion. This is an anti- 
Semitic hoax first propounded early in this cen- 
tury; it purports to be the minutes of the meet- 


ings of a Zionist conspiracy to (what else?) take 
over the world. Oddly, many “conspiracy 
buffs” still take the Protocols at face value, even 
though it's been proven to be, not just a hoax, 
but a plagiarism of a hoax! 

The Sun, the National Enquirer and other 
supermarket tabloids are worth their weight in 
radioactive alien gold, especially if you need 
really silly ideas. 


Nonfiction (or so they say) 

AHistory of Secret Societies, by “Árkon Daraul,” 
is an interesting primer, discussing many 
Illuminated, pseudo.llluminated, and totally 
unconnected groups. It should not be taken as 
gospel, but makes a good research guide. 

Handbook of Secret Organizations, by William 
Joseph Whalen, and The Dictionary of Secret and 
Other Societies, by Arthur Preuss. More modern 
and possibly more factual ... Or not. A 

Holy Blood, Holy Grail, by Michael Baigent, 
Richard Leigh and Henry Lincoln, seeks to 
demonstrate that Christ did not die on the 
cross, but instead founded a line of European 
rulers, and that most of modern history can be 
explained as the maneuverings of those seek- 
ing to restore this line to power. 

The llluminoids, by Neal Wilgus, is an exam- 
ination, not of the Illuminati themselves, but of 
the men and women who study and believe in 
the various conspiracy theories. 
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Architects of Fear, by George Johnson, is 
another study of those who propagate con- 
spiracy theories, through fanaticism or just for 
money. 

JFK, directed by Oliver Stone. A film 
debunking the Warren Commission report and 
presenting the conspiratorial view of the 
Kennedy assassination. 

Proofs of a Conspiracy, by John Robison, was 
written in 1798 to expose the (then recent) 
maneuverings of Adam Weishaupt, and inci- 
dentally to criticize Freemasonry at great 
length. 

World Revolution, by Nesta H. Webster, is a 
turgid text written by a woman who was chas- 
ing Illuminati long before most of us were 
born. She takes the Bavarian Illuminati very 
seriously, citing them as the guiding force 
behind Communism, the French Revolution, 
and so on. A bigoted and alarmist book, which 
strongly warns of “the danger now threatening 
civilization,” Rare, but available in some large 
libraries. 

Also from the 1920s, Charles Fort's The 
Book of the Damned and Lo! cite numerous 
cases of the strange and inexplicable: showers 
of frogs, vanishing men, impossible coinci- 
dences. His favorite theme: factual reports sup- 
pressed by “authority” because they cannot be 
explained. A typical conjecture: “1 think we're 
property.” 

The Unseen Hand: An Introduction to the 
Conspiratorial View of History, by A. Ralph 
Epperson, brings in some highly creative links. 
Did you know that the Beatles were controlled 
by the International Communist Conspiracy? 

Martin Gardner's Fads and Fallacies in the 
Name of Science contains detailed, if unsympa- 
thetic, treatments of a number of “fringe” 
cults, pseudosciences and peculiar phenome- 
na. It could well inspire a reader to invent 
groups stranger than anything in the game. 

Finally, the writings of the survivalist/finan- 
cial author Howard Ruff contain many refer- 
ences to (or debunkings of) modern theories of 
economic conspiracy. What really happened to 
silver prices in 1981-82? Why did the stock 
market crash in 1987? Why does inflation keep 
on Infiating. and who benefits most? 


Holy Writ 

Principia Discordia, by “Malaclypse the 
Younger,” is the bible of Discordianism. More 
entertaining than most holy books, it also con- 
tains a number of interesting truths, not all of 
which were intended by the authors. This pub- 
lic-domain masterpiece is available from vari- 
ous publishers, including S) Games, and may 
also be found on the Íntemet. Much of the 
Illuminatus! trilogy was drawn from the 
Principia. 
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The Book of the SubGenius, by J.R. “Bob” 
Dobbs. Nigel Findley called this “a perverted, 
disturbing and hilarious speed-rap bashing 
conspiracy theories, the New Age, quick-fix 
religion, and anything else that gets in the way 
or isn't bolted down.” He's right. 


Games 

The Call of Cthulhu series, published by 
Chaosium, is a detailed examination and 
expansion of Lovecraft's original material, in 
roleplaying terms. If you're looking for the kind 
of conspiracies that have Ultimate Inhuman 
Evil at their center, look no further, 

GURPS Illuminati, written by Nigel Findley 
and published by 5] Games, is a guide for role- 
playing in a worid where everything is true and 
secret conspiracies are everywhere. 

Over the Edge, written by Robin Laws and 
published by Atlas Games, contains rules and 
background material for roleplaying on the 
mysterious Mediterranean island of Al Amarja, 
which is thoroughly infested by aliens, Secret 
Masters, unbelievable technologies and more 
conspiracies than there are inhabitants. 

On The Edge, designed by John Nephew 
and published by Atlas Games, translates the Al 
Amarja background to the trading-card-game 
genre. Highly playable, it also includes the 
whole game of INWO, since it has a card for 
the Bavarian Illuminati while at the same time 
claiming that they do not exist. However, 
INWO also includes the whole game of On The 
Edge, since its first expansion will include a 
card for Al Amarja. The incredible conspiracy 
behind this non-coincidence is left as an exer- 
cise for the reader. 


Those who remain interested in the mys- 
tery of the Illuminati will no doubt go on to 
more serious research involving the works of 
Aleister Crowley, Abd al-Azrad, Tirion Palantir, 
“Bob” Dobbs, O.K. Ravenhurst, Kilgore Trout, 
and so on. Please don't write to tell me what 
you learn. | don't want to know. And don't 
blame me if you vanish on some foggy night, 
never to be seen again. After all, it's just a 
game... . isn'tit? Fnord. 


TION 
The first edition of INWO has gold title 
type. 


l[oooonornnrnrnonnnan..... 


The Unlimited Edition differs from the 
Limited in that the title type is now in a 
lighter version of the card color (red for 

Groups, blue for Plots, and purple for 
Resources). The title type is also in italic. 


dá 
Vampires 


Mc ooooooooeoeorossrsoo 


Fac RY_S 
The “One With Everything” factory set 
cards have black backgrounds, and the 
title type is a bright version of the card 
color, and is also in italic. The Factory Set 
Illuminati cards have title logos in metallic 


gold ink. 
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Here its: the official list of all 412 cards from the Limited Edition. The list includes page numbers, frequen- 
ey, card type, art credit and coloring credit. We are very pleased to give the hard-working artists and colorists 
specific credit for each and every card. So don't be shy when you see them at a convention — get “em to auto- 
graph the cards they helped create 


Frequency: 
C — Common U — Uncommon 
R— Rare 1— Illuminati 
S — Special 

Type: 

Grp. — Group Cards Pic. — Place (Group) 


Per, — Personality (Group) — Res. — Resource (Group) 


Plot — Plot Cards Ass. Assassination (Plot) 
Dis, Disaster (Plot) 0) Muminati 
Artist: 

Bill — Bill Barker Rick H. — Rick Harris 

Jeff — Jeff Koke John — John Kovalic 
Derek — Derek Pearcy —— Shea — Shea Ryan 

Dan — Dan Smith Ruth — Ruth Thompson 
Gary — Gary Washington 

Coloring: 

Jeff — Jeff Koke Rick — Rick Martin 


Derek — Derek Pearcy 


Page Name Freg 
VOTEN TR 
60 AMA C 
SOAAEpE Or EmE TT 
102 Agentin Place C 

ATA O 


60 AlGore C 
TOSTADO ANMGAtOrS T 
103 _ Alternate Goals C 

TONTA MENCAN Ada!” 

Association 


103 And STAY Dead! 6 
ARGENT FEE C 
103 Angst R 
VOR ARAU CONVENTO R 
61__ Anti-Nuclear Activists_ C 
BUATARRWAP ACV e 
104 — Are We Having c 

Fun Yet? 

IATA E COVENT 
104 Assertiveness Training_C 
A 
104 The Auditor from Hell_C 
GT ENTE U 
105 Backlash C 

TOS "En MErger U 
61 Bank of England R 
ADE MIMO T 

105_ Benefit Concert e 

ARO TAnETe Ú 
62 Big Media € 
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Type 
Prot 
Grp. 
am: 
Plot 
Prot 
Per 
Por 
Plot 
amp: 


Plot 
res 

Plot 
Prot 
Grp. 

ín 
Plot 


Res 
Plot 
DIS" 
Plot 
Or" 
Plot 
Prot 
Grp. 
am 
Plot 
me 
Grp. 


Art 
Shes 
Dan 
SEN 
Shea 
Shea 
Shea 
DAT 
Dan 
Dar 


Shea 
Sms 
Dan 
Dar 
Dan 
Snes 
Dan 


stes 
Shea 
Dam 
Dan 
DawW 
Dan 
DAT 
Shea 
Jer 
Dan 
Dar 
Dan 


Color 
Jer 
Jeff 

DETER 

Derek 

RIeR 
Jeff 
Terr 
Rick 
Jer 


Rick 
rar 
Derek 
Deer 
Derek 
Jer 
Rick 


PS 
Derek 
Derere 
Rick 
Derer 
Jeff 
Terr 
Rick 
Ter 
Derek 
Ter 
Derek 


Page 
mo! 
105 
us 
62 
105 
62 
67 
106 
mo6 


106 
95 
106 
67 


109 
65 
65 

mo9 

65 
109 
109 
m0 
110 
mo” 
96 

mu 


Nam 

TREVI SEGS 

The Big Sellout 

Braront 

Bill Clinton 

BABOSO ACERCA 

Bjorné 

LES 

Blitzkrieg 

BISGA TOWERS 
and Sweat 

Bodyguard 

BOOR Or REIS 

Botched Contact 

Boy Sprouts 

Brazil 

Emery 

The Bronze Head 

Cra 

Cable TV 

Cato 

Canada 

Car Bom 

Cattle Mutilators 

COIE SHORES 

Censorship 

Centertor Disease” 
Control 

Center for Weird 
Studies 

CAENO 

Charismatic Leader 

LS 

Church of Elvis 

Citizerstip"award 

Clipper Chip 

-CIone 

Clone Arrangers 

CotaPOSTOr 

Combined Disasters 

COMIC Books 

Commitment 

Computer Secumy 

Computer Virus 

Congressiorral Wives 

Conspiracy Theorists 

COmuptIom” 

Count Dracula 

Counter RevotatiorT 

Counterspell 

COVerOr Darkness 

Cover-Up 

Crop"erretes 

Crystal Skull 


CUMEEy Specunatom 


Freg 


Type 
Por 
Plot 
Res” 
Per 
Prot 
Per 
Cp 
Plot 
Prot 


Plot 
Res: 
Plot 
amp: 
Pic 
Prot 
Res. 
or7 
Grp. 
Pre 
Plc 
555 
Grp. 
Pro 
Plot 
“Per 


Res, 


orp: 
Plot 
pre 
Grp. 
Prot 
Res 
Prot 
Grp. 
Prot 
Plot 
amp: 
Plot 
Plot 
Plot 
Grp 
Grp. 
Prot 
Per. 
Por 
Plot 
Prot 
Plot 
Prot 
Re: 

Prot 


Art__ Color 
DIN RR 
Dan Jeff 
SHEET 
Shea_Derek 
OS 
Shea_ Derek 
Sha "DETER 
Dan Rick 
AS 
Dan Jeff 
shea==Terr 
Dan Jeff 
DAm—Jerr 
Dan Jeff 
DAR RTEK 
Shea Derek 
DATerr 
John Rick 
Dan==Jerr 
Shea Jeff 
Dan "DereK 
Dan_ Derek 
A 
Shea _ Jeff 
Dan "Riek 
Rick H. Derek 
Shear=Rick 
Dan Jeff 
Dam—Derer 
Shea Jeff 
Dare 
Dan Jeff 
Dar—Derek 
Dan Jeff 
Dam=Rtek 
Dan Jeff 
Strea——Jere 
Dan Derek 
Dan Derek 
Dan Rick 
Shea "Derek 
Shea Rick 
DAM RICR” 
Shea Derek 
Dam—Jerr 
Dan Derek 
Dan Derek 
Dan Jeff 
SNEARICR” 
Dan Jeff 
Dam—Derek 


Page Name Freg. Type Art Color 


66 Cycle Gangs C Grp. Dan jeff 
110 Deasil Engine R_ Plot John Rick 
111 Deep Agent C Plot Dan Jeff 

Dentists C_ Grp. Shea Rick 
111 Dictatorship C Plot Dan Rick 


A E 


46 Discordian Society t ML jeff jeff 
111 Double-Cross C_ Plot Dan Derek 

Early Warning C Plot Dan Rick 
112  Earthquake C Dis. Dan Jeff 
112 Eat The Rich! R Plot Shea Jeff 
67 EF R_ Grp. Shea Jeff 
96 Eliza U Res. Dan Derek 
112  Embezzlement R Plot Dan Jeff 
68 Empty Vee C_ Grp. Shea Derek 
113 Epidemic C Dis. Shea Jeff 

ter Tomorro! 

113 Exposed! C Plot Dan Rick 
113. Faction Fight R_ Plot Dan Jeff 

Federal Reserve U Grp. Dan Rick 


U_ Per. Dan Derek 


O O 
70 land Pic. Shea Jeff 


69 Fidel Castro 


» 
Lawyers 

70 Flat Earthers io Don Derek 

97 Flying Saucer C Res. Dan_ Jeff 

114 nord! C_ Plot_Derek_Derek 


114 Forge Plot_Shea Jeff 


A LE A 

A 

70. Fraternal Orders Cc Su John Jeff 
Mundanes 


71 Fred Birch Society R_ Grp. Shea Rick 
114 Full Moon U_ Plot Dan Derek 
115 Gang War U_ Plot Shea Jeff 
71 George Bush C Per Shea Rick 
71 Germany R_ Pic. john Jeff 
71 Girlie Magazines C Grp. Shea Rick 


Page Name Freg. Type _ Art Color 
lasters 

138 Goal: Criminal U Plot Shea Jeff 
Overlords 


139 Goal: Hail Eris! C Plot Dan Derek 
ladness 
139 _ Goal: Kill For Peace! R_ Plot Dan Derek 


+= iia! 


140 Goal: Power for lts R Plot Shea Derek 
Own Sake 


LO in ión! 


140 Goal: Up Against R Plot Dan Jeff 
the Wall 
115 Good Polls C_ Plot Dan Rick 
116 Grassroots Support C_ Plot Dan Jeff 
116 Gremlins R_ Plot Shea _ Jeff 
Hackers U Grp. Dan Jeff 
97 Hammerof Thor C Res. Shea Derek 
116_ Hat Trick C Plot John Jeff 
116 Headin ajar U_ Plot Dan Derek 
97 Hidden City U_ Res. Shea Rick 
73 Hillary Clinton C_ Per. Shea Derek 
98 Hitler Brain R_ Res. Dan Derek 
73 Hollywood U_ Pic, Shea Jeff 
117 Hurricane C Dis. Dan Rick 


73185, U_ Grp. Dan Derek 
98 Immortality Serum __R_ Res. Shea Derek 
118 Infobahn C_ Plot Dan Derek 
118 Interference C_ Plot Shea Rick 
ÍMugY] 
74 International R Grp. Dan Jeff 
Communist Conspiracy 
rganization 
118_ The Internet Worm___U_ Plot Dan Jeff 
75 Haly R_ Pic. Shea Rick 
75 Japan C_ Pic. john Derek 
75 Jimmy Hoffa R_ Per Dan_ Rick 
75 funk Mail U Grp. Dan_ Rick 
119 Ketchup ls A Vegetable_C_ Plot Dan Rick 
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Page Name Freg. Type Art_ Color Page Name Freg. Type Art_ Color 


76 L-4 Society U Grp. John_ Rick Points of Light (blue) 
141 NWO: Bigger Business U Plot John Jeff 
76 Lawyers C_ Grp. Shea Jeff (ellow) 
120 Let's Get REALLY U Plot Shea Rick very Pot (blue) 
Organized 142 NWO: Don't Forget C Plot Dan Jeff 
to Smash the State (yellow) 
120 Liberal Agenda C_ Plot Shea Rick a J 
d lue) 
98 — Thelibrayat U Res. Shea Jeff 142 NWO: Fearand U Plot Dan Rick 
Alexandria Loathing (blue) 
77 Loan Sharks C Grp. Dan Jeff red) 
143 NWO: Law and U Plot Dan Rick 
ent Order (yellow) 


98 Loch Ness Monster C_ Res. Shea Jeff 
A O Complex (yellow) 
77 Madison Avenue C Grp. Dan jeff 143 NWO:PeacelnOur C Plot John Derek 
s Time (red) 
78_ Manuel Noriega U_ Per Dan Rick 
Correctness (rec 


78 Margaret Thatcher___U_ Per, Dan Rick larity (red) C_ Plot Shea Derek 


121 Martial Law C Plot Dan Derek 144  NWO: World Hunger C Plot Dan Jeff 
A a (blue) 
121 Mass Murder R_ Plot Derek Derek 

AN ES low 

(122 Meca Connections —R Plot Shea Rick 125 AnOferdouCant R Plot Dan Derek 
O A Refuse 

78 The Menún Black R_ Grp. Dan Derek : 
A CRE DAAATE 81 Ollie North U_ Per Dan Rick 


122 Messiah R_ Plot Dan Jeff 


| 


125 Opportunity Knocks _R_ Plot Shea Jeff 


78 MIS U Grp. Dan IN MTAAA 
NCAA DATA 99 — Orbital Mind Control C Res. Dan Derek 
122 Miracle Diet Plan C Plot Shea Jeff Lasers 
E E 
123 Mob Influence C Plot Dan Rick 82 Paranolds C_ Grp. Shea Jeff 
79 — Moonbase C Pic. Dan Derek 82  Pentagon C Pic. Dan jeff 
A Y O El 
79 Moral Minority C_ Grp. Dan _ Jeff fachine 


82 PhoneCompany UG 


Dan 


123 Mothers' March C_ Plot_Shea_ Rick 7 
126 Plague of Demons R_ Dis. Dan Jeff 
'orporations NO ES A 
123 Murphy's Law U Plot John Rick 126 Poison C_ Ass, Shea Derek 
E 
80 NA R_ Grp. Dan Rick 83 PostOffice C_ Grp. Dan Derek 
80 NASA U Grp. Dan Rick 127 PowerGrab C_ Plot Dan Derek 
A 
80 NATO R_ Grp. Shea Derek 83 Princess Di U_ Per, Shea Derek 
A A 
80 NephewsofGod____C Grp. Shea Derek 127  Privatization C_ Plot Shea Derek 
124 Never Surrender C Plot Dan Rick 84 Professional Sports U Grp. Dan Jeff 
A y 
124 New Federal Budget__U_ Plot Dan Rick 127 Pulitzer Prize C_ Plot Dan Derek 
125 Nice Idea. It's R Plot Dan Jeff 128 Purge C_ Plot_Dan Derek 
Mine Now. 
NR O ¡mes 
125 Nobel Peace Prize C_ Plot Shea Derek 128 Rainoffrogs U Dis. Shea Rick 
A 
81 — Nuclear Power C Grp. Dan Derek 128 Read My li C_ Plot John Rick 
Companies y 
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+ 


Page Name 
128_ Red Scare 


Satan 
85 Religious Reich 


129 — Reorganization 

129 Resistance ls Useless! 
129 — Rewriting History 
86 _ Robot Sea Monsters 
86 Ronald Reagan 

86 Ross Perot 

87 SMOF 

87 _ Saddam Hussein 


Cartoons 
130 Save the Whales 


87 _ Savings and Loans 
87 _ Science Fiction Fans 
88 Secret Service 


leant To Know 
88  Secular Humanists 


131 Self-Esteem 
Liberation Army 

131 Senate Investigating 
Committee 

56 Shangri-La 

88 Silicon Valley 

132 Sniper 


Anarchism 
100 Soulburner 


132 _ Spasm of Violence 
132 The Stars Are Right 
132 Stock Split 

133_ Straighten Up 


133. Sucked Dry and 
Cast Aside! 


89 — Supreme Court 
133 _ Sweeping Reforms 
133 _ Swiss Bank Account 


90 Tabloids 


Freg. Type_ Art _ Color 


U_ Plot Dan Derek 


C_ Grp. Shea Derek 


C_ Plot 
R_ Plot 
R_ Plot 
U Grp. 
C Per 


R_ Per 


Dan 
Dan 
John 
Dan 
Shea 


Dan 


Derek 
Jeff 
Jeff 
Jeff 
Jeff 
Rick 


R_ Grp. Shea Jeff 


C_ Per, 


Shea 


Jeff 


C_ Plot Shea Derek 


R_ Grp. 
C Grp. 
R_ Grp. 


U Crp, 


Cc Plot 
Ro Plot 


Ea 
U Ple 


U Ass, 


Ro Res. 


Shea 
Dan 


Dan 


Shea 


Dan 


Shea 


Dan 
Dan 


Dan 


Shea 


Jet 
Rick 


Jeff 


Jeff 


Rick 


Rick 


Derek 
Jeff 
Rick 


Derek 


R_ Plot Dan Derek 


R_ Plot 
Cc Plot 
Cc Plot 


UU Plot 


Dan 


Dan 


Dan 


Dan 


Rick 
Derek 
Rick 


Jeff 


R_Grp. Dan _ Rick 


U Plot 


Cc Plot 


Dan 


Shea 


Jeff 


Jeff 


U_ Grp. Shea Derek 


Page Name Freg. Type Art Color 
90 Telephone Psychics C Grp. Shea. Rick 
134  Terrorist Nuke (3 Plot Dan Derek 
134  Tidal Wave C Dis. Dan Jeff 
91 Tobacco Companies C Grp. Dan Rick 
El) Trading Card Games $ Grp. Shea Rick 
El Triliberal Commission R Grp. Shea Jeff 
58 UFOs ] 2h, Bill Jeff 
Newspapers 
92 United Nations C Grp. Dan Jeff 
135 Unmasked! R_ Plot Shea Jeff 
92 Urban Gangs C Grp. Shea Derek 
92 — Vatican City C Ple. Dan Jeff 
135 Volcano Ñ U Dis. Dan Derek 
136 Voodoo Economics C_ Plot Shea Rick 
136 Vultures C Plot Dan Rick 
93 Wall Street C Grp. Shea Jeff 
93 Wargamers C Grp. Dan Jeff 
101 Weather Satellite U Res. Dan Jeff 
137 Whispering Campaign C_ Plot Shea Jeff 
137 World Cup Victory R Plot Dan Rick 
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This index does not list individual card names. To find page numbers for individual cards, 


see the card list on p. 148. 


Actions, 14. 

Agents, 17. 

Aiding attacks, 15. 

Alignments, 13, 15, 16, 37; 
changes, 20, 21. 

Ante, 30. 

Any attempt, 23. 

Assassinations, 18. 

Attacks, 15; direct, 23; instant, 
18; Privileged, 17; to 
Control, 16; to Destroy, 
17-18. 

Attributes, 13, 15, 38. 

Automatic failure, 23. 

Automatic takeovers, 24, 30. 

Bank attribute, 38. 

Basic goal, 20. 

Blank cards, 29. 

Book of the SubGenius, 146. 

Call of Cthulhu, 146. 

Canceled actions, 21, 23, 24. 

Cards, descriptions, 41-144; 
giveaways, 9; list, 148; 
remembering, 22; styles, 
147. 

Changing groups, 20. 

Cheating game, 25. 

Choosing cards, 23. 

Church attribute, 38. 

Coastal attribute, 38. 

Communist attribute, 38. 

Computer attribute, 13, 38. 

Conservative alignment, 13, 
37. 


Control, 16. 
Control decks, 36. 
Control arrows, 14, 35. 
Corporate alignment, 13, 37. 
Criminal alignment, 13, 38. 
Deck design, 22, 36-40. 
Defense, 15, 16, 33. 
Degenerate decks, 36. 
Designer's schemes, 6-10. 
Devastation, 18, 2. 
Disasters, 18. 
Discards, 13, 18, 23, 24, 28. 
Drawing cards, 23. 
Duplicate cards, 15, 20, 28, 
30. 


Eliminating a player, 19, 24. 
Endgame, 19. 
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Factory Set, 27, 147. 

Fanatic alignment, 13, 38. 

Free moves, 14, 

Game support, 5. 

Games, 146. 

Gifts, 19. 

Global Power, 16, 17. 

Goals, 19-20, 24; Goal cards, 
20, 24, 37, 138-140. 


Government alignment, 13, 37. 


Graphic design, 9. 

Green attribute, 38. 

Group cards, 13, 21, 34, 36, 
60-93. 

Handicaps, 29. 

Hands, 11, 12, 23. 

Hidden agents, 17. 

House rules, 29. 

Huge attribute, 38. 

Illuminati cards, 14, 20, 36, 
30, 42-59. 

lluminatus! trilogy, 145. 

Immunity, 23, 24 

In Nomine, 8. 

Instant attacks, 18. 

Interference, 15, 17. 

Internet, 5, 10, 

Isolationist decks, 36. 

Liberal alignment, 13, 37. 

Limited Edition, 147. 

Links, 15, 21. 

Made-up cards, 29. 

Magazines, 5, 9. 

Magic attribute, 38. 

Magic: The Gathering, 6. 

Masters, 14, 23. 

Media attribute, 38. 

Meta-rules, 22. 

Moving groups, 19, 35. 

Nation attribute, 39. 

Negotiation, 22; see also 
Trading. 

New World Order cards, 20, 
35, 141-144, 

On The Edge, 146. 

One With Everything, 27, 147. 

One-deck games, 27, 147. 

Optional rules, 29-30. 

Peaceful alignment, 13, 38. 

Percentage of goal scoring 
system, 32 


Permanent changes, 23. 

Personalities, 39. 

Places, 39. 

Playtest, 8. 

Plot cards, 12, 20, 36, 102- 
137. 

Plot killer deck, 40. 

Power, 14, 16, 17; changes, 
20. 

Power Structure, 12, 16, 19, 
22, 23, 35, 

Predator decks, 36. 

Principia Discordia, 146. 

Privileged attacks, 17. 

Puppets, 14, 23. 

Pyramid Magazine, 5, 9. 

Relief, 18, 

Reorganization, 19, 35. 

Resistance, 14, 16, 35. 

Resource cards, 14, 21, 34, 
36, 94-101. 

Rules, 11-24. 

Science attribute, 39. 

Sealed-deck play, 26. 

Secret attribute, 17, 39. 

Shared victory, 19, 33. 

Shuffling, 23. 

Space attribute, 39. 

Special abilities, 14, 16, 34. 

Special goals, 20. 

Speed play, 18. 

Straight alignment, 13, 37 

Strategy, 22, 33-40. 

Team ÍNWO, 4. 

Team play, 25. 

Temporary changes, 23. 

Threats, 22. 

Timing, 18. 

Tournaments, 5, 31-32. 

Trading, 13, 19, 22, 32, 34. 

Turn sequence, 11, 23. 

Two-player games, 24, 32. 

Uncontrolled area, 27. 

Unlimited Edition, 147. 

Variants, 25-28. 

Victory, 19; see also Goals. 

Violent alignment, 13, 37. 

Weird alignment, 13, 37. 

Winning, 19. 

World Domination 
Handbook, 11-24. 


The INWO Book is your textbook for Illuminati: New World 
Order, the trading-card version of Illuminati — the classic, award- 
winning game of guile, intrigue and world domination. Here 
you'll find everything you need to explore the devious strategies 
and evil schemes that will add a new level of excitement to your 
INWO games. 


Included are: 


A The WorLbD DOMINATION HANDBOOK, VERSION 1.1 
The complete, updated rulebook. 


A EverY CARD DESCRIBED » 
All 412 cards from the Limited Edition, with the complete text 
of every card .... and the art in full color! 


A ILLUMINATED STRATEGY 
Deck-building hints, subtle twists, tips for playing each of 
the nefarious Illuminati groups . . . and for playing 
against them. 
44 VARIANT AND OPTIONAL RULES 
New ways to take over the world, including the “One With 
Everything” rules for playing with one big set of cards, 
and the notorious Cheating Rules. 
da DESIGNER'S SCHEMES 


The inside story, from the beginning of the game's creation 
to plans for tomorrow! 
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